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Take it before they do. 


DEADLOCK 


Seven desperate species are locked in a fierce struggle to conquer a 
precious world. With life itself in the balance, one goal drives them all. 


Take the world by whatever means necessary. Or perish. 


DEADLOCK 


An intense strategic simulation within a richly-detailed 3D environment. 


Conquer your world alone or crush up to six human opponents in real-time 


Internet, local area network, modem, or e-mail play. 


DEADLOCK 


It's your turn. Take it. 


Look for the Deadlock playable demo in select magazines or online at 


http://www.accolade.com 


ONE CHANCE. 


“A Solid multi-player 

game fest.” 

--Computer Gaming World 

“Multi-player, city building, land 
exploring, alien busting fun.” 

--Strategy Plus 

“Absorbing gameplay...the best visuals 
and sound effects that today’s 
technology offers.” 


--Next Generation 


For Windows 95 and 
Windows 3.1 CD-ROM 
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Microsoft 
WHERE DO YOU WANT TO GO TODAY?" 


You play games like & natural born gamer. 

Enveloped in digital optical technology, 

you fire with the accuracy of an eagle 

packing high powered binoculars. 

Every minuscule move you make is 

transmitted quickly down the line of fire. 

Every handle rotation, a new twisted 

SideWinder™3D Pro gamer viewpoint. 

You and the joystick are one. 

And this is one joystick that never begs for mercy, 
as its optical tracking system has no moving parts 
to grind or molest. 
INITIALS Bullets curse when they miss, listen. 
It’s a phenomenon known only by those who choose 

& joystick that needs no re-calibration 

and tracks you at the speed of light. 

This is the jet black void of the gaming experience. 
This is the SideWinder 3D Pro joystick, compatible 
with all MS-DOS*-based and Windows® 95—based games, 
the elder of ihe SideWinder joystick family. 

All the dexterity of & gaming demigod is yours to 
call upon, and with one finger you vent retribution 


on every shiny dark destructive heart. 
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By Tasos Kaiafas 


As l'm sure many of you will appreciate it, this is for you: "See Mom and 
Dad, playing video games is something worthwhile!" 

| say that, of course, with a dose of humbling maturity. Like when you 
defeat the final boss, (no, | didn't kill Steve Honeywell), creating something 
that someone else enjoys is also gratifying but somehow differently. 

Given the opportunity to see a few hundred computer games a year is 
only half the fun. The other half comes from making a colorful and exciting 
publication materialize from little more than streams of electronic data. 
Although my creative process takes on a different form these days (from 
programming the gameDISC back to journalism), the satisfaction from a 
job well done remains the same. 

The changes you'll see in this issue and in subsequent issues are the 
thoughts and ideas of many people. Though | may be responsible for 
fostering these ideas, they are not all mine. One of my top priorities from 
the word go was to emphasize with everyone involved that this will be a 
collaborative process. We had meetings and small discussions, joked a lot 
and vented some frustrations about the way things were done in the past. 
The job that still lies ahead is only partially completed. But what is most 
important is that an understanding has been established. We will take 
what we consider to be the most popular and important elements of this 
publication and try to improve on them, listen intently to your criticisms and 
compliments and try harder to bring to you all the games first with the best 
coverage, criticisms and insight. If this magazine is anything short of the 
best computer games magazine in the world, please write to me and let me 
know. If you've never written to us before because you think that we must 
get bombarded with mail every month and that your letter will just find itself 
at the bottom of a heap, you're wrong. | read every letter that crosses my 
desk and have even responded to a few of them personally already. It's the 
only way | get to hear your thoughts and communicate with you directly. 

Besides changes to the magazine itself, there has also been some reorga- 
nization of the editorial staff. The three reviewers—Ted, Frank and Scott— 
remain the same but are joined by Leslie Beyer, the first female member of 
the CGR crew. Steven Greenlee has taken on a more managerial role as our 
new Coordinating Editor and will be responsible for keeping track of all the 
material that comes through here each month, among other duties. 

We've also brought in Kelt Reeves, the President of Falcon Northwest—a 
computer retailer that specializes in gaming systems. Each month, Kelt will 
be providing CGR with a column about hardware, which will always relate to 
gamers' needs. This month, he writes about the effects of video RAM on 
game performance in both DOS and Windows, and some of the common 
misconceptions about it. 

Joe Kuncl is a long-time gamer that will be giving us the scoop each 
month about the online world of gaming. As a retired Chemical Engineer, 
Joe is now able to spend plenty of time with his true loves—his wife and 
games. 

Among the feature reviews is the latest from Origin's popular series—Wing 
Commander IV! Ted Chapman gets this one and gives a detailed account of 
how well the $10 million budget was spent. Frank and Scott jump in to relate 
additional points of view. Also, check out the interview with Producer Chris 
Roberts, and a few words from star Mark "Col. Blair" Hamill. To help you get 
through the missions, there are three pages of strategy information written 
by Ted himself. 

Scott Gehrs dives deep into the twisting, turning tunnels of Descent II. If 
you've seen screen shots, they can't relate the improvements made by the 
Parallax team, but Scott does, with additional criticism provided by Frank 
and Ted. Adam Pletcher, lead artist for Parallax, tells about his experiences 
with making the game to Steven Greenlee. Then Scott follows it up with a 
helpful look at some of the game's 30-- new enemy bots. 

Ted also found time this month to take a little romp down to the Lone Star 
State to get a behind-the-scenes look at Apogee's eagerly awaited Duke 
Nukem 3D! It seems these Apogee fellas can care less about the nasty 
response they know they'll get from the game since they're convinced that 
the positive response will be overwhelming. 

Lastly, Frank Snyder talks about his DeathMatch expertise in the counter- 
part to this column, Log-Off. Replacing Game Over, this page will give CGR's 
staff a place to vent some frustration, espouse some opinion or simply 
discuss à concern about the computer gaming industry. Enjoy! 
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Betrayal of Honor 


With its star-studded cast of Mark Hamill, John 

Rhys-Davis and Malcolm McDowell, can Origin's 

long-running series live up to its reputation? A 
hefty $10+ million price tag may have assured the success 
of Wing Commander IV. By building real sets instead of 
the usual large blue screen, the actors felt more at home; 
encouraging them to provide a top-notch performance. 
Ted, Scott and Frank give it an enthusiastic thumbs up as 
they all concur that it was big money well spent. 


Prodigal Descendant 


Interplay's action-packed sequel is finally 

here! The screen shots don't tell the real story 

at all, but Scott, Frank and Ted do. Besides 

30-- new levels and enemy bots, Descent II offers 

new, more destructive weapons, ingenious tunnel 
designs and new 3-D graphics from Parallax Studios led 
by artist Adam Pletcher. Pletcher provided CGR with an 
exclusive interview to discuss the making of the new 
graphics and enemy robot animations. 


Comedy Kingdom 
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Sales Curve International out of the U.K. 
(48) attempts to improve its reputation with this 

hilarious graphic adventure entitled Kingdom 
0” Magic. Leslie leads you through the twisted lands 
of Flake Town, Minar Tragedy, Baker's Island, 
Mountain and Delorean with assistance from Scott 


and Frank, and supplementary information from two 
of the voice-over actors. 
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Ted spends a weekend down in Texas with 

Apogee and lives to tell you about it, only 

after finding someone else who orders iced tea 
the same way as him (no lemon, no spoon). He made 
it back with a behind-the-scenes look of what could 
be the next, best first-person perspective game. He 
also got an exclusive look at Apogee's upcoming title 
Prey. For those who thought id were the only truly 
demented ones, you might want to take a closer look 
at what follows. 


Descent II 


Duke Nukem 3D 
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Tasos returns and brings a number 
of changes with him. 
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1 4 Some CGR readers have expressed 
some concerns...and we've listened. 


of the ООР situation, and other changes 
the company has recently made. 
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Letter of the Month 


Out With the Old... 


fter reading over your 
February and March 
issues | must admit to 
being disappointed in 
the changes you have 
made to the magazine. 
Specifically, | am refer- 

ring to the shortened 
reviews of some games that are receiving 
only the overall score from each reviewer. 
These overall numbers without the individ- 
ual breakdowns for each category are of 
very little use in helping someone deter- 
mine if this game they might want to pur- 
chase. 

As you know, people buy games for 
different reasons. Some prefer graphics 
and sound while others want playability or 
an intriguing story line. Some want a game 
that is easy to get into while others don't 
mind sitting down with a manual if it 
means a more realistic experience. 

| have seen your reviewers give a 
game high marks in individual categories 
while at the same time seen the overall 
score for the game not reflect those high 
marks for various reasons. Conversely, 
games that may have been weak in their 
graphics or audio score received fine 
overall scores simply because they were 
fun to play. My point is that if a gamer is 
looking for a game with certain character- 
istics for their tastes, how can they get 
any information when they look at a 
review and simply see three overall scores 
that say 77-83-72. The descriptions 
accompanying these scores shed no light 
because they simply describe what the 
game is about and say nothing about 
what the reviewers liked or disliked about 
the game. 

You mentioned that the reason for this 
change was the high volume of games 
your office was receiving. | take this to 
mean that either you no longer have the 
space in the magazine to accommodate all 
the games or you no longer have the time 
to review them all and meet your deadline. 

If the problem is space then | have a 
solution. | will use your February issue as 
an example. In that issue your first review 
was Rebel Assault 2. The review was two 
pages long followed by four more pages 
of hints and tips for each chapter. Why not 
use those four pages for reviews? That's 


four more games right there. Doesn't the 
back of the magazine have a section 
called strategy? Wouldn't that be a more 
appropriate section for those four pages? 
Considering that there were two more 
games in that section that you were offer- 
ing strategy on, that's a total of three 
strategy guides in one issue. | can under- 
stand during the months when the soft- 
ware slows down and you need to fill the 
pages. Then by all means put in as many 
good informative reviews on ALL the 
games that make it into the magazine. | 
think it's important to remember the name 
of the magazine is Computer Game Review 
and not Computer Game Strategy. 

If the problem is time (yes, you 
guessed it) | also have a solution. Simply 
push the reviews back to a future issue. | 
would rather read a review | can use a 
couple of months later than read one now 
that doesn't help me...Therefore, how 
much more time would it take to include 
the individual scores in graphics, interface, 
etc... 

Finally, Га just like to say that this is 
the sixth time (I think that's correct) that 
l've written to you since your magazine's 
existence. However, I've noticed over the 
years that you do listen to your readers’ 
suggestions and comments and that one 
letter can make a difference. 


Carl Cartwright 
Carson, California 


just received the February ['96] 
issue of CGR with the new 
“tweaks” and must voice my 
displeasure with the micro 
“reviews” starting on pg. 86. 
These are not reviews, all | see are three 
names with three scores and a DESCRIP- 
TION of the game with the same informa- 
tion that | could get from reading the back 
of the box. If | may quote a few of your 
responses to some letters in the same 
issue “The opinions of the reviewers are 
simply their opinions...” 

By your own definition of what a 
review is these are not reviews. | can find 
no opinion to agree or disagree with. So 
Frank gives Virtual Karts a 72, Ted a 45, 
Scott a 76. Obviously Frank and Scott 
thought it was o.k. and Ted hated it. Why? 
| don't know...Without the comments and 
OPINIONS of the reviewers there is no 
review. This applies to all of the games 
that were simply given a rating. There is a 
total lack of information on which to make 
an intelligent buying decision. 

| know this sounds like a totally nega- 
tive letter. I'm just trying to offer some 
constructive criticism for a magazine that | 
like. | am aware of the volume of games 
coming in for you to review, but this for- 
mat is not the answer. | would much 
rather see fewer informative reviews than 
a lot of reviews that tell me nothing... 

Scott S. 
Toledo, Ohio 
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“In terms of raw performance, the Mach V easily bested the other systems in our 
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...in With 
the New 


You see? When CGR readers speak, we 
listen! Carl and Scott are absolutely right. 

1 really hate to use that "small review" 
format at all, but there are a number of 
reasons why we have little choice. One of 
them, of course, is the amount of games 
we get every month. Like other publica- 
tions, we could just review the ones that 
we want and maybe get to the other ones 
when we have space. But 1 have a couple 
of problems with that. 

First off, 1 want CGR to be the most 
comprehensive computer games maga- 
zine available. The most important part of 
achieving this is reviewing ALL of the 
games as soon as we get them. If there is 
a certain game that you are anxiously 
awaiting, we don't want you to have to 
exercise patience while looking for its 
review to appear in our pages. Believe me, 
1 know how hard it is to pass up buying a 
game when it is sitting there on the shelf in 
all its shrink-wrapped glory. Sometimes 
it’s too much for you to handle and you 
take the plunge, other times you turn and 
walk away. My goal then is to get game 
reviews out at the same time, or sooner, 
than the games themselves. 

Secondly, some of you may love a cer- 
tain game that is not very popular, 
obscure, etc. If we decide to hold that 
game back for review in the next issue, it is 
not fair to you. Therefore, we have to try as 
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hard as we can to review every game we 
get. Even if we consider a game to be 
absolutely horrible, it is our responsibility 
to let you know just how horrible it is and 
why. Box designs can be very alluring and 
can fool the unwary consumer. 

You buy this magazine to find out what 
we think about the games in all of those 
pretty boxes on the shelves, and a simple 
numerical score is obviously not enough 
insight as to the quality of a product. Like 1 
said, | hate having to use that format, but 
it’s the only way we can cover every game 
that comes out. 

Thanks to both Carl and Scott for their 
constructive criticism, and to Carl for his 
suggestions on how to correct the prob- 
lem. With all of the new changes in this 
issue, | encourage all CGR readers to write 
to us to let us know what they like and 
dislike. 

-Tasos 


Protect 
the Children 


hy the defensive reply to Carl 

Bednarczyk's letter in the March 

issue? While written in a ram- 

bling and often incoherent style, 

the letter raised some good points. The photo 
in question (a naked woman being disem- 
boweled on a table) is undeniably offensive, 
especially to the young boys who make up a 
good part of your readership. Your justification 
for printing it, "to adequately cover the soft- 
ware" is a blatant cop-out. This kind of thing 
can be covered in the text, perhaps in the 
form of a warning to parents. Was your 
reprinting of the disemboweled fat-man photo 
an attempt at "covering the software," or just 
another gross-out pic for the kids? 

You completely ignored Bednarczyk's other 
good point—do we need the porno ads? An 
ad that reads "adults only" belongs in a mag- 
azine that's available only to adults. Have you 
read the copy that goes with these ads? You 
are deliberately exposing children to poten- 
tially damaging material. |, like Bednarczyk, 
am no prude, but computer games and 
pornography shouldn't share ad space in a 
magazine like yours. 

In short, since your magazine is read mainly 
by boys and young men (I'm 33), why don't 
you take a little responsibility and clean up 
the exploitation and violence toward women? 
In case you haven't heard, this is a major 
world issue today, and publications like yours 
contribute to the problem. 

Mickey Houlahan 
Chicago, Illinois 


Discretion 
is Advised 


Although 1 was working for СОН in 
another capacity at the time that story 
ran, were | editor at the time I’m not so 
sure | would have decided much different- 
ly. You say that the picture is “undeniably 
offensive" To you and Mr. Bednarczyk, 
obviously. To me, and many of our thou- 
sands of readers, no, it is not. Disgusting? 
Of course. And taken out of context for 
“доге appeal?" I think it probably has 
gore appeal even in context. 1 believe it to 
be undeniably gory even in the game. 
That's why the props were constructed. 
Had they used real people | think you 
could safely say “undeniably offensive.” 
Otherwise, ! want to deny it for me and all 
of the other people who find gore to be 
entertaining. The reason we do is that we 
know it's all fake; it's a lot of latex rubber 
and raspberry jelly. Call me demented, 
call me evil, but a "quality kill" (if | might 
borrow a term used by two Chicago radio 
personalities during their Drive-In 
Reviews segment) always brings out a 
good laugh from me. | find such gore 
amusing as do many other adults. 

By now your temper is probably boiling 
over at my insensibility and irresponsibili- 
ty. But understand one thing. | would not 
be so defensive if | knew CGR to be a 
children's magazine, as you so confidently 
believe it to be. 1 don't know which survey 
you've seen, but ours tells us the average 
age of CGR readers is about your age 
(30), most of whom have a college edu- 
cation. This allows us to infer that the 
majority are probably not so easily offend- 
ed by gore, since they are mature and 
intelligent enough to interpret gore as 
wholly artificial. A child admittedly may 
not be. 

Furthermore, 1 also understand that 
some mature, intelligent adults are simply 
more sensitive than others. As you and 
Mr. Bednarczyk—and I'm certain there are 
others—seem to belong to that group, 1 
apologize to you on behalf of CGR. Ditto 
goes for those of you who have children 
that like to peruse this publication as well, 
and even to those children reading this 
that are now having recurring nightmares. 
| will also admit that using the picture 
with the naked woman may have been 
poor judgement since | would expect 
more people would take offense to an 
exposed artificial exterior than interior, 
were they separate. 

Ripper is undeniably a very gory game; | 
think its name leaves little room for doubt. 
How can we, therefore, expose CGR read- 
ers who may be fans of gore to the gore 
potential of this game if we do not show 
any shots containing such? Tell them 
about it? Sure, but it’s not the same thing. 

I truly am sorry for any offense CGR 
may have caused you, but this is an 
adult’s magazine that may be read by 
children as well. Understanding that, 1 will 
be more careful about how these things 
are displayed in the future. 

Additionally, the “Adults Only” ad has 
been removed per your and others 
requests. We too felt it had no place ina 
gaming magazine. 

-Tasos 
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Damn Yanks 
Stole Our Ball! 


recently bought your magazine 

for the first time and thought 

it was quite good. In Issue 5 

of Volume 5 [December, '95] | 

came across a review of FIFA 

'96. | was reading the good, the bad and 
was horrified to see that you said, "British 
soccer fans give the sport a bad name" I 
am a football fan and know that it is only 
the minority of us that are animals. Now, 
seeming as your country is one of the 
most violent in the world, frankly | do not 
think you can complain about a few hun- 
dred loonies. Anyway, why do you call 
football "soccer"? Who invented football? 
Who did you steal rugby from? Who did 
you steal Rounders from? 

Why are the majority of the games 
reviewed in your magazine for CD-ROM? I 
expect a reply to these questions or is that 
a bit too much to ask for? 

Matthew Ford 
Leasingham, England 


Sorry 
Offend: Bloke 


You can’t blame the Brits for a lack of 
national pride, even at a young age! 
Matthew, you're just going to have to 
learn to chill out. I hate to tell you this, 
but that is the impression we have about 
British soccer fans. We don't see any 
highlight footage of the games them- 
selves; we only see the fights and riots in 
the stands once in awhile. Besides, it was 
only meant as a joke in the context of a 
game review, not political commentary in 
a news magazine. 

I'm guessing your questions, except 
the last, are rhetorical, so | won't bother 
answering them specifically. However, you 
really don't think that American sports— 
which, admittedly, may have some histori- 
cal connection to England—have been 
stolen, do you? How much similarity is 
there between Rugby and American foot- 
ball, Rounders and Baseball anymore? We 
didn't steal, we borrowed. Also, | agree 
that soccer is a pretty silly name, as it is 
derived from "As soc iation Football.” 

Lastly, the reason the 
majority of the games we 
review are for CD-ROM is 
because that is now the domi- 
nant media. There are very few 
games that even have a floppy 
disk version anymore because 
of the demands of digital audio 
and video. If you don't have a 
CD-ROM drive, I'm afraid 
you're left out in the cold. 

Anyway, | hope you enjoy 
the letter | sent to you in March 
and that there are no hard 
feelings. -Tasos 


Year in 
Review for '95 


'm a happy subscriber, about to 
renew; your reviews are excel- 
lent, and for my money Ted 
Chapman is the best in the 

business. But | was disappoint- 

ed in your February "Best of 1995" picks. 
Don't get me wrong: It's hard to fault 
Command & Conquer, MechWarrior 2, Fifa 
96—brilliant efforts all. Other category 
entrants made sense, with allowances for 
differences in opinion. It's just that the 
general approach smacks too much of 
Hollywood at Oscar time, when "best" pic- 
ture tends to mean "very commercially 
successful" picture. | am a businessman, 
and | understand that the equation makes 
business sense: After all, the motion pic- 
ture academy is financed by the industry, 
as game magazines are financed by 
industry advertisements, and they like to 
reward winners. 

Still, this tends to overlook outstanding 
creative effort, in your case with Jagged 
Alliance. This was a game that seems to 
have sold well enough but fell far short of 
intergalactic hit. Yet it was surely among 
the three best of the year when it came to 
complexity, depth, style, superb gameplay, 
plenty of challenge and wit. Sir Tech gave 
us combat, resource management, mercs 
who got on each other's nerves and took 
off with important gear, an irascible Boss 
(one day off and Jack was all over you: 
"You're not much of a leader"), an oppor- 
tunity to enlarge our vocabularies (who 
can forget Magic's "snapperhead?"), a 
chance to goose our partners, and have 
enormous fun. My hunch is that JA would 
have made your shortlist if it had doubled 
its sales, "proving" that it must have been 
a great game by virtue of the fact that a 
lot of people bought it. Hope I’m wrong. 

George Fasel 
Carmel, New York 


et me start this letter by 

thanking you for saving me 

money on all those games I 

would have bought if it weren't 

for your magazine. There have been a few 
| would've bought if it weren't for your 
magazine. | just finished reading the 
February [96] issue, and | have only one 
question about the "Year In Review" Why 
no awards for EA's NHL 96? Not that I'm 
disagreeing with your choices, but it's a 
great game, and the best PC hockey game 
to date (my opinion)! 


Pat Vachon 
Ft. Pierce, Florida 


Pm really glad to hear how much you 
both enjoy our publication, and that 
George relates to Ted's usually demanding 
reviews. 

And Рт also glad to say that you're 
wrong, George. What you think about 
Jagged Alliance is correct, for the most 
part. 1, however, find it difficult to support 
your position as vehemently as you do. JA 
is a good game, but I find it hard to place it 
in the same company as the three games 
you mention. | will concede that the issue 
is arguable, but | won't give an inch to your 
“hunch.” 

First of all, we rarely ever see sales fig- 
ures for games around here because we 
seldom care. Our job does not involve 
analyzing the performance of a game in a 
national retail chain, just the performance 
of the game on our computer systems. The 
line 1 like to use is, “We call 'em as we see 
em. This applies to the reviews as well as 
The Year in Review. 

Admittedly, all of those games have 
sold well since their release. But 
Command & Conquer had been on the 
shelves for only a couple of months and 
Fifa 96 for one at the time of our voting. We 
could not, therefore, have been influenced 
by their sales figures as much as you think. 
Games we consider to be among the best 
of the year usually sell well anyway for the 
simple reason that most computer gamers 
are intelligent enough to spend their 
money on the good stuff (as we know, the 
same can't be said for the movie industry). 

George, believe me so that | may 
assure you: A game's commercial success 
has nothing to do with our year-end acco- 
lades. JA was a nominee, but nobody felt 
strongly about it enough to even give it a 
vote for "Best Game of the Year" 

On the other hand, ! did consider NHL 
96 to be one of the best sports games of 
the year and gave it my best support. If my 
memory serves me right, | had even nomi- 
nated it in at least one other category (best 
graphics). 1 consider that game to have set 
new standards for sport gaming in general. 

-Tasos 
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Special Update 


ALG Shoots in a New Direction, Keeps ООР 


s the Admiral Lost for Good? 


mong the cheers ringing in 
the new year, a bit of 
news spread around the 
gaming world that 
turned the hearts of 
computer game fans cold. 
What at first seemed to be a 
positive—American Laser Games’ 
purchase of Quantum Quality Productions 
(QQP) last year—suddenly turned sour. 

The ООР staff (all five of them) felt 
their future turned brighter with the 
increase in funds brought on by their new 
relationship with ALG. No longer would 
they have to worry about paying the bills 
and could now concentrate on making 
games. And everything seemed to be going 
fine until the announcement that QQP 
would be dissolved. Not quite. 

A letter to CGR (written on ООР sta- 
tionary) from Doyle R. Burnett, ALG's vice 
president of operations, clearly states 
ALG's future intentions. “ООР is not shut 
down," Burnett reassures. "ALG, which 
acquired ООР in February, 1995, has соп- 
solidated game production oversight from 
QQP's New Jersey office into ALG's head- 
quarters in New Mexico.” Burnett's reason 
for the maneuver was reiterated by ALG's 
director of public relations, Gail Rubin, "The 
change was instituted to speed the devel- 
opment process..." 

Communications between ALG in the 
West and ООР in the East were difficult 
enough. Add the fact that ООР hired third- 
party developers to do much of the work, 
and the struggles to complete projects in a 
timely manner become evident. The mem- 


@ Although no ООР personnel are on board, their ship stays afloat. 


bers of ООР that were let go were offered 
a "generous" severance. But the games live 
on, as Lost Admiral 1! and Visions of Glory 
are scheduled for release by the end of the 
summer. What about Awful Green Things 
from Outer Space? In an interview with 
CGR, Timothy Gerritson, producer of 
design and development, and Dave Davis, 
director of development, explained that the 
game lacked worth and would be shut 
down. The other titles will incorporate 
improvements in graphics, audio and (you 


guessed it!) manuals, a stigma QQP games 
carried with them for years. 

The ООР situation was not the only 
change ALG made for the new year; they 
have dropped their arcade division, those 
stand-up shooters that were most associat- 
ed with their name. Gerritson and Davis felt 
that the style had been taken as far as it 
could go. Coming from Sega, ALG gave 
them the freedom to "reinvent" the compa- 
ny. So they brought in industry experts 
from Origin, Virgin and other game compa- 


@ American Laser Games plans to release The Lost Admiral II as soon as everything gets squared away. 


| Mr, Matheson 


© Her Interactive is the first division 
to make games exclusively for giris. 


nies, and plan to grow the development 
staff from 34 to 50 by year’s end. 

ALG has now been divided in two, 
with the home entertainment titles on one 
side, including QQP, and a wholly new 
department called Her Interactive. As the 
name suggests, Her Interactive creates 
games for girls, with the first title, 


“Communications 
between ALG in the 
West and ООР in 
the East were 
difficult...” 


McKenzie & Co., released this past 
Christmas. “McKenzie has received a 
tremendous consumer response,” boasts 
Rubin, “and more than just PC game mags 
have been inquiring about it" She says 
that they have been swamped with hun- 
dreds of letters a day. The Her Interactive 
slogan explains it best: “It is our mission to 
create a multimedia world for girls—a 
world inhabited by savvy girls with sure- 
she-can attitudes.” The next Her title, 
Vampire Diaries, will be coming soon, as 
well as add-ons for McKenzie. 

It may not be the same ol’ QQP, but 
Gerritson and Davis sound fairly confident 
about the new ALG, “[Our] products will 
blow everyone's socks off!” Disappointed 
ООР fans will just have to wait and see. 

As for Utah Conner, the fella with the 
handlebar mustache that appeared in so 
many ALG shooters and military get-ups 
for ООР? "He's still around," says 
Gerritson, doing odd jobs around the stu- 
dios such as building cabinets and guns (a 
lethal combination) since he knows car- 
pentry and is a licensed gunsmith, and he 
also does consulting work. Will he be in 
another game? I'm told that getting him 
out of semi-retirement might be difficult. 
Oh, well. Someday all good things must 
come to an end. 

Let's hope not for ООР games. CGR 

-Reported by Tasos Kaiafas 


“Watch Your Six!" 


etscape Communications Corporation has acquired an equity position in 
Voxware, a privately held developer of advanced voice-processing software 
for the Internet, multimedia computing and communications applications. 
The investment follows the recent announcement that Netscape has licensed 
key elements of Voxware's digital voice technology—including the Voxware RT24 com- 
pressor/decompressor (codec) and ToolVox for the Web-for incorporation into the 
Netscape LiveMedia framework. 

With such support, realtime voice communications over the internet may not be too 
far away for online gamers. The application to the number of games is almost limitless. 
In multi-player flight sims, the benefits are obvious. But even in driving sims (radio to 
to other drivers), first-person perspective death match and others, such technology 
would relieve gamers from having to take their hands off of the controls. Forget having 
to stop to speak. Gamers will soon be able to do it on the fly. CGR 


Overt Piracy? 


he Software Publishers Association (SPA) has filed lawsuits against six retail 
companies for illegally renting software. The suits, filed in five different cities 
in the U.S., allege each of the defendants rented copies of software without 
permission. This law is the heart of the 1990 Computer Software Rental Act. 

SPA's Sandra Sellers says, "It doesn't matter whether the transaction is called ‘rental’, 
‘buy-back,’ 'try-before-you-buy,' ‘preview,’ ‘evaluation,’ or any similar term. If the software 
dealer," she says, "doesn't have written permission from the copyright holders to rent 
software, it is illegal to do so.” 

This is just the latest round of SPA legal happenings in behalf of its some 1,200 mem- 
bers. They recently settled five lawsuits against Canadian retailers who violated a similar 
rental law contained in the Canadian Copyright Act. A year ago, SPA members won per- 
manent injunction and a $150,000 judgment against Global Software & Associates of 
Long Island, N.Y. for similar alleged illegal rentals. All of the suits were filed after SPA 
undercover investigators posed as customers and rented unauthorized software. Some of 
the companies involved in this latest action include Broderbund, Corel, Intuit, Novell, 18М 
and Symantec (who own Norton Utilities). 

As the piracy debate continues to roll, and the figures for revenues lost to pirates in 
the Far-East and around the world keep climbing, SPA memebers hope that such suits 
will help to quell the rampant illegal distribution of software. Although it may not be an 
issue of illegal copying, the effects are quite similar. CGR 


One Goes, One Follows 


The National Computer Security Association (NCSA) says that while the Michelangelo 
virus is now no longer a real threat to computer owners, there is one that is. The NCSA 
says that Winword.concept virus is now the most common and prevalent virus and that 
it is spreading fast and causing more problems than any other virus currently out there. 
NCSA is partly basing this opinion on a quick survey of businesses and industry, but 
plan on a more comprehensive gathering of data to be announced soon. 

NCSA says that eight of the 10 large corporations they contacted have been battling 
this virus not only on-site but from customers. NCSA reports that the new 1996 year 
began with a rash of winword.concept calls for help to their technical support units from 
stricken customers. At the NCSA's recent security conference even Microsoft admitted 
that they too have been infected and have not been able to eradicate this pesky virus. 

Winword.concept is a nasty little virus. It attaches itself to and travels with document 
files which are more frequently shared than program files or diskettes. This is opposed 
to conventional and still sound thinking, that most viruses are activated from a .com, 
.exe, or some other executable type file. Not so with winword.concept. Also, network 
systems is a nutrient-rich environment for winword.concept because most networks do 
not inhibit macro virus replication as they do for other kinds of viruses. In addition since 
Word documents commonly travel as attachments to e-mail the virus tags along infect- 
ing the e-mail recipient. Lastly, until recently most anti-virus programs did not run full- 
time in the background to detect document-based macro viruses. The most fearsome 
aspect to winword.concept is that requirements for the virus to replicate itself is univer- 
sal on every computer. It needs no special conditions, events or actions to attack. 

“The winword.concept macro virus has apparently grown faster than any virus in his- 
tory,” says Dr. Peter Tippett, President of NCSA. “It seems to have grown from its incep- 
tion to the number one spot in just six months.” Tippett says that the macro virus is also 
being reported in Australia and in Asia, besides almost all Western countries. It's said 
that the virus is running rampant in the wild. 

The best advice from the NCSA is to get a full-time virus checker. Both of the more 
popular anti-virus programs, McAfee and Dr. Solomon, now combat winword.concept. 
The winword.concept first surfaced in June 1995 and since that time five new 
similar viruses which infect the macro portion of Microsoft Word documents have 


appeared. CGR 


DESTINY CORRECTION: The Interactive Magic game Destiny that was previewed in March 96 
was developed by Dagger Interactive, not Interactive Magic. Interactive Magic is merely its distributor. 
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CUC Eyes Computer Games 


here is a new kid on the computer gaming block and it's one of the most inter- 
esting new kids to come along in quite a while. Educational power house 
y Davidson & Associates and Sierra On-Line have been absorbed by retailing 
giant CUC. What? Never heard of CUC? In a way you probably have. They are a 
membership services company. They sell memberships to places like Sam's 
Wholesale Clubs and the Home Shopping Network, and for access to travel, auto, dining, 
home improvement and financial services. They are also the people who put together dis- 
count dining books sold by churches and Boy Scouts as well as other non-profit groups. 
CUC has a clientele of some 40 million consumers worldwide and have dominated that 
lucrative shopping clubs retailing niche for 20 years. Now CUC is betting the ranch on 
the computing industry by merging with Davidson & Associates and with Sierra On-line in 


9 CUC brings big money in big deals for big labels in the gaming industry. 


two separate deals collectively worth over $2 billion. The news of this deal is building like 
a tidal wave throughout the gaming industry, the retail industry and Wall Street. 

"Our goal is to be the nation's leading content provider in the rapidly growing electron- 
ic marketplace," says CUC Chairman Walter Forbes. "We believe that Davidson and 
Sierra's current products and pipeline of exciting services are ideally suited for the rapid 
penetration of the PC and Internet into consumersí homes.i In making the merger 
announcements, Forbes put forth 
the idea that he intends to combine 
his telephonic sales abilities with 
that huge names database with the 
Davidson educational software titles, 


Bringing these three powerhouses 
together, CUC hopes to be at the 
forefront of the PC and internet 
insurgence of the home. 


ENTERTAINMENT 


Davidson. 


as well as their formidable distribution channels and with Sierra's line of hot-selling 
entertainment games and become a major player in the computer world. 

Forbes says that he will use the creativity of both Davidson and Sierra to create com- 
pelling online advertisements for CUC's complete stable of products and services. Also, 
he sees the day when parents might be able to join a travel club and the kids will be able 
to join, in tandem, a CUC Internet club which will give the access to games by Davidson 
and Sierra. CUC can use enticements like free software upgrades and discounted toys to 
encourage the kids to encourage the parents to join a club. It is speculated that CUC 
wants to become a premier Internet destination as well. Sometime later this year, CUC 
will introduce a brand name for their Internet concerns. In the meanwhile, Sierra is work- 
ing on gaming titles that will be exclusive to the Internet and CUC is determining how 
best to present their new software products to the millions of consumers that purchase 
their products each year. CGR 


CPU Sales 


ven though you may have 

heard that PC sales are 

expected to be slow this 

year, 1995 and Christmas 
were still record breaking for the 

PC market. As a matter of fact, the 
research firm Computer Intelligence 
InfoCorp says the fourth quarter of 
1995, which includes Christmas, 
showed a surprisingly strong 
49 percent increase from the same 
time period in 1994. This even though 
PC industry experts had expected and 
were predicting a dip in sales citing 
opinions that the home PC market 
was saturated. In reality, the home PC 
market grew while business sales 
dipped 10 percent for the quarter and 
retail sales continued to fly high as it 
has done for the past two years. 

As the trend continues, the PC is 
quickly becoming as prominent a fix- 
ture in the home as the Television. As 
it does, it should, as many believe, 
become the home entertainment cen- 
ter. Likewise, the number of PC sales 
will also spur the continued infiltration 
of major corporations funding PC 
games, e.g. Wing Commander IV with 
а 510+ million dollar budget. Many 
also believe that eventually PC games 
will resemble feature film production 
with the caliber of actors utilized, the 
grandiose set construction and world- 
wide distribution. CGR 


n was a very aad юм for Virgin 
L ractive. dhe Irvine, Calif. game 


company’s 12-year history. 


"These figures prove we know what 


kes a great game," says Rand 
leimeister, senior vice-president of 


| sales and marketing. 


mne 11th Hour (the sequel to 7th : 
uest) sold 320,000 units while 


Nascar Racing is out there wheeling 
around to the tune of 220,000 units. 
| Command and Conquer has already 

| pastthe 210,000 mark and should 

| havea strong showing in 1996. 

Ж According to PC Data, a leading 

| market research firm, The 11th Hour 
and Monopoly were listed among 


the top 10 best-selling PC games 
this past Christmas season. Some of 


` Virgin's largest retailing accounts 
are located in the southwestern 
United States which includes 
Arizona, Texas, New Mexico and 
California. CGR 


If you loved 
The Lord of the Rings, 
you'll love 


First King 
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any things have changed in the 
computer gaming universe, but 
one constant remains: It is 
almost always more fun to play 
against another human than it is to play 


against the computer Artificial Intelligence. 


Now don't get me wrong, most of my 
gameplay is solo against computer oppo- 
nents and | spend many hours doing it. 
But the social interaction between human 
players is the icing on the cake. No com- 
puter Al has been able to capture the sur- 
prising, sometimes brilliant, 

sometimes ridiculous, play of a human 
opponent. 

Since the early '80s another option 
has become available—online network 
gaming, and the choices range from text- 
only games, where your imagination sup- 
plies the graphics, to simulations with 
graphics as good as any retail game on 
the market. 

Kesmai Corp. has been in the forefront 
of developing online games, and Air 
Warrior is one of the best. AW has grown 
since the '80s from a small experiment 
into a way of life for some gamers. | have 
known of friendships forged over the 
modem lines, to romances that have con- 
cluded in marriage. | even heard of one 
person who, after one flight at a friend's 
house, bought a new computer just to fly 
AW (at least that's what they claim). 

AW's graphical look is a little bit dif- 
ferent from most of the air sims you might 
have already seen due mostly to the extra 
information that must be displayed for the 
multiplayer aspect of the game. 

Let's climb into my favorite P-38 and 
take a look around. In the center is the 
SVGA view area complete with instrument 
panel, gun sight and appropriate scenery. 
As you look around either right, left or 
rear, you'll see the khaki wings and engine 
nacelle, or the twin tails in the rear-view 


9 Air Warrior has dominated the skies 
since the early days on GEnie. 


9 Hang out and visit with other pilots over 
a couple of drinks. 


Baa, Baa Blacksheep 


Air Warrior On-Line Keeps Pleasing Trigger-Happy "Pappys" 


mirror. Some people don't like the view 
from a 38 because the window rails block 
your view to the sides, but that's the point. 
Each plane is accurate, and has strengths 
and weaknesses. Let's move onto the area 
just below and on either side of the view 
area. That's where you'll find the game 
instrument panel. 

You have all the gauges that you'll 
need to make a living in AW-—altitude, 
speed, climb rate, etc.—and let's not forget 
the radio tuner. You'll see there are 999 
channels available. Number One is a com- 
mon frequency, and each country has its 
own private channel. Number Two is for 
covert conversations and plotting may- 


hem. The other 998 can 
be tuned to give you 
and a friend a private 
intercom. At the bottom 
of the screen is a long 
strip to display mes- 
sages from other play- 
ers and for you to type your responses. In 
either the upper-right or left corners are 
the most unique feature of AW, the IFF 
indicators. Each aircraft that is in your 
view is identified by a geometric symbol, 
which moves at the top of the view screen 
as the aircraft moves. The IFF areas show 
that symbol color-coded for country of 
origin and matched with the pilot's player 
number (if they are of your country) or 
plane type (if not). These colored symbols 
are also displayed on the radar map, 
which allows you to locate all nearby 
aircraft as long as the radar stays up. 

The world is divided into arenas, each 
with its own flight physics and area map. 
The half-time no-realism pacific arena 
uses a smaller island-based map, no real- 
ism options and runs in fast time to speed 
up gameplay. The real-time European 
arena uses a very large continental-based 
map running in realtime with most realism 
options turned on. Some special arenas 
are added to from time to time, like the 
Korean War arena or the "ultra-realism" 


arena, so there is something for everyone. 
As the description indicates, flight physics 
can vary from simple, fast-paced fun to 
extreme realism complete with stalls, 
blackouts and compressibility. 

Each arena contains four countries— 
A, B, C and a neutral one placed more or 
less in the middle. When you first log-on 
choose whatever country appeals most. At 
this point you can either start flying right 
away or join an established squadron. 
Either way there are a lot of missions that 
can earn you points. You might want to 
take our faithful P-38, load it with bombs 
and try to take out the enemy's radar 
tower to blind them for a short period of 


"Kesmai Corp. has been in 
the forefront...and Air 
Warrior is one of the best." 


time, maybe long enough to manage a 
sneak attack on their main airfield and 
crater the runway. Or maybe you see your- 
self flying top cover for the C-47s as they 
go in to drop paratroopers to capture the 
airfield. How about driving a tank cross- 
country to shell enemy ammo dumps, or 
possibly as a tail gunner on a B-17—a lot 
of aces sit behind the twin fifties in the 
17's tail. No matter how you earn your kills 
you get points, more if you can land safely 
but at least partial credit even if you crash 
and burn. High-points totals are posted for 
fighter and bomber groups as well as indi- 
viduals. The scores are reset periodically 
to give everyone an even playing field. 
Although high points are quite a bragging 
right if you show up at the annual AIR 
Warriors' convention in Houston, Texa in 
October. Just another example of the 
strong social bond online gamers can 
form. People fly around the world just to 
put a face to that name they know so well! 


CGR 


-Joe Kuncl 
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DUKE NUKEM 
35 


‘THE LAST 
BLITZKRIEG’ 
will put you in the 
heat of Hitlers 
last chance at 
victory in the 
West. Detailed 
battles, new land 
combat system, 
operational artifi- 
са! intelligence, 
Six scenarios, 
replay feature for 
reliving bat- 
tles, network 
and modem 
play! CD $41 


DURE 
NUKEM  3d' 
Ass stompin’ 
aliens have 
landed, and 
the humans 
suddenly find 
themselves 
atop the endan- 
gered species 
list. The odds 
are a million to 
one, but Duke 
Nukem knows 
what's got to be 
done. Kick alien 
butt! CD $48 


Batter Up for PC 
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Crusader $48 
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'ADVANCED 
TACTICAL 
FIGHTERS' 
Speed and agili- 
ty will dominate 
the next era of air 
combat. F-22 
Rapiers will 
engage in super- 
cruising capabili- 
tes to ambush 
unsuspecting 
bogies in this 
sequel to the 
smash hit U.S. 
Navy  Fight- 
ers. CD $48 


‘SPYCRAFT’ 
The Cold War 
is over. In its 
wake, the New 
World Order 
takes precari- 
ous shape. As 
CIA operative, 


code name: 
Thorn, you're 
sent to “the 


farm” to acquire 
the skills to 
infiltrate a 
newly formed 
web of spies. 
WIN95 CD $47 
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'EARTHSIEGE 
2 Cybrid 
HERC's created 
by man tumed 
on their creators 
and initiated a 
20 year guerrilla 
battle for control 
of the earth & its 
distant colonies. 
Now they have 
assembled in 
massive num- 
bers preparing 
for a final ass- 
ault on earth. 
WIN95 CD $48 


‘CIVILIZATION 
2’ is based on 
the best selling 
and critically 
acclaimed Sid 
Meier's 
Civilization. 
More  miltary 
units to com- 
mand, more 
technologies 
and city 
improvements 
as well as an 
expanded 
diplomatic sys- 
tem. CD$42 
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Considering himself a DeathMatch pro (see the Log-Off column), Frank 
prefers action/arcade games and tries to steer clear of war simulations and 
slow-moving strategy games of that sort. As Frank has also taken over the 
job of putting together and creating the gameDISC, he's had his hands full. 
Fortunately, he's also very nocturnal and prefers to hide from the break of day. 


As CGR's new (and first) Associate Editor, Ted likes to play just about any 
game with the exception of most sports titles. Still in control of CGR's 
Hardware section, he has been complimented by Kelt Reeves, the President 
of Falcon Northwest. (See Kelt's Nuts & Bolts column). He played all the way 
through Wing Commander IV this month. Ted has just bought an old con- 
vertible VW Beetle (his all-time favorite automobile) that he hopes to restore 
by this Summer. 


Like Ted, Scott enjoys playing just about any game. This month, he gave his 
all to Descent ЇЇ and had a hard time leaving it behind to go home at night 
He also decided to fill you in on the way thorugh the last mission of Mech 
Warrior H's Ghost Bear add-on. 


We finally got everyone to behave and let a female join the staff. Little did 
the rest of the crew know that Leslie can fight back any chiding they can 
dish out. Being a big graphic adventure fan, she's determined to help equal- 
ize the gaming industry and get female gamers more attention. Leslie really 
enjoyed Kingdom O' Magic because of its uniqueness. As an accomplished 
photographer, she'll be providing many of the photographs for CGR's con- 
vention coverage and other trips. 


9 Kingdom O’ Magic is one 
hilarious adventure. 


9 The fourth installment of the 
Wing Commander series 

does away with the Kilrathi 
and pits humans against each 
other. 


O It's back to the mines 
again, and this time it 
won't be so easy. 
Descent II adds more to 
shoot and more to shoot 
at you, so check out the 
coverage. 
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Games are rated with a score on a zero to 100 scale and the five sub- 
categories are rated using a symbol (the key appears below). Feature 
Reviews also have an average score that is calculated using the three 
scores of the three reviewers. All other reviews have the score and rat- 
ing of one reviewer. 


o $ Э O O 


Excellent Good Fair Poor Bad 


The Golden Triad Award is given to games chosen as a Feature Review 
that achieve an average score of 90 or above, while the Platinum Triad 
Award is given to those that receive a 95 or above from each of the 
three reviewers (not just average). A game chosen for a Feature Review 
must be considered exceptional by the entire CGR staff or must be pop- 
ular and anticipated by a majority of CGR readers. 
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INTRODUCING 73 82434812 3 THE LAST WORD IN SIMS. 


Welcome to Afterlife. The first world-building 


“ИШ simulation that lets you manage two prime planes of 


“unreal estate"—heaven and hell —simultaneously. 


K 


NX = oT 


Possessed of an unearthly sense of humor, it all begins 
in a God-knows-where galaxy. There, billions of departed 


souls hunger for you to give them what they deserve. 


Start with the Pearly Gates of Heaven 

Disasters OF DIVINE 
PROPORTION INCLUDE Disco INFERNO 
Sins or goodly Virtues and build some roads. (PicruRED), HELL IN A HANDBASKET 


or the Fiery Gates of Hell, zone in blocks of deadly 


WiNpows 95, DOS AND MACINTOSH 


S the dearly departed arrive in droves AND HEAVEN NOSE. 
CD-ROM Soon, the dearly departed arrive in droves. 


Keep them happy and you flourish. 
Lose too many along the way and it’s a visit from 
the Four Surfers of the Apocalypso (not a good time). 
Factor in a half-dozen or so disasters (not including 
total annihilation), money problems, lost souls, 
headaches on the planet below, and things 


get complicated in a hurry. 


W ith over 200 artistically rendered rewards, 72 


~NEEP SOULS HAPPY BY PROVIDING 


Y 
1) 

' JUILD AND МАНАС е : " TET 
d nearly 300 detailed tiles and buildings, more maps, 
HEAVEN AND HELL, SIMULTANEOUSLY. š THEM WITH THE REWARDS AND 


graphs and charts than you can shake a pitchfork at, PUNISHMENTS THEY EXPECT, INCLUDING 
Эрт : : š ETERNAL AFTERNOON, TOOTH OR 
plus the most sophisticated engine of any sim game 
` DARE AND DREAMADISE (PICTURED). 
beginning with the letter “A,” you've got 


infinite hours of game-play. 


Afterlife: Reach the end or die trying. 


JASPER WORMSWORTH AND ARIA JTfouow THE HIGHS AND LOWS 
GOODHALO HELP YOU KEEP TRACK OF http://www.lucasarts.com OF INDIVIDUAL 50015 THROUGH 
YOUR SUCCESSES AND FAILURES. THE SOULVIEW FEATURE 


Wing Commander IV 


Computer Game Review May, 1996 


Betrayal 
O 
Honor 


Chris Blair Rides Again in 
This Intersteller Sequel 


don't think I'd be 
wrong in say- 
ing that 
Wing 
Commander IV has 
been one of the most 
eagerly awaited games on the 
planet. Hype for WC4 has been approaching 
critical mass since October 1995, fed by 
Origin's release of non-interactive teasers 
and rumors of a budget in excess of $12 mil- 
ion. This is easily the largest amount ever 
spent to produce a game, and Origin's gam- 
le looks as though it will pay off, in spades. 
The game is visually beautiful, an “еуе- 
popper.” The A-list talent Origin secured for 
this project is substantial; Origin paid well for 
names like Mark Hamill, Malcolm 
MacDowell and John Rhys-Davies, and 
the price appears well worth it in 
terms of delivering exceptional prod- 
uct. The full-motion video portions of ы 
WC4 are well-crafted to drive the story line; 
and you barely notice the video interlace 
lines after only a short period of play. In fact, if 
you're one of the lucky few with a big-screen 
TV and an SVGA-to-TV adapter, you won't 
notice the lines at all unless you sit incredibly 
close to the set. WC4 uses 16-Bit color (a 65K 
color palette) for both its live action and 
gameflow (digital) video sequences, some- 
thing that few games have incorporated, and 
certainly that no other 3-D game designer has 
ever tried. The spaceflight engine still uses 
standard SVGA (256 colors at 640x480 resolu- 
tion) for its high-end graphics mode; a VGA 
version can be selected for those with any 
machine more modest than a P-90 with 16MB 
RAM (or a high tolerance for incredibly bad 
frame-rates). 

The big news though, is WC4's incredible 
gameplay and attention to detail. While the 
flight engine will never rival Microsoft's Space 
Simulator in terms of realism, the basic sci- 
ence-fiction aspects of it have been well 
designed. This realism (or lack of it) can 
detract from your enjoyment of the game, but 
it can also enhance it. Whereas in X-Wing or 
TIE Fighter you spend most of your time chas- 
ing enemy ships around the screen, in WC4 
you spend equal amounts of time dogfighting 
and micromanaging your ship's systems. If 


© Two new features are the shipboard 
map and the Wingman Selection screen. 


The TCS Lexington is left behind to die as you make your 
way through the next jump point. 


The Border Worlds 
Banshee, a cunningly 
crafted and exceptionally 
powerful ship, takes flight 
as the Confederation pre- 
pares to engage in a civil 
war with the outlying 
colonies known as the 
Border Worlds. 


you don't become familiar with the 
keyboard controls for your ship, it 
is likely that you won't finish the A 
game on any difficulty setting high- ^ 
er than Rookie. Those gamers : 
who have played the other 
titles in the Wing 
Commander series will 
instantly recognize 
the interface, while 
those new to the 
series will have 
few problems get- 
ting used to it (practice makes perfect). 
Magnificent texturing and shading effects 
help you dive into this game headlong, barely 
giving a second thought to your willing sus- 
pension of disbelief. 

The Al appears to have been given a lift 
as well. Although Wing Commander І, II and 
III had some fairly intelligent enemy Al, you 

n. / could eventually find patterns to the way each 
Fight Foster type of pilot flew. This is not the case with WC 
IV. If | had to guess, l'd say that the program- 
mers figured out a way to sew together bits 
and pieces of the original Als. This takes away 
most of the humdrum aspects of piloting, 
although you'll occasionally find an enemy 
who doesn't know any better than to fly away 
from you in a straight line. 

The sound is, for lack of a better word, 
gigantic. The makers threw in 16-Bit Dolby 
stereo surround sound for a sound that really 
brings the game alive. Those of you with a 


eo coe 75:90 + 


Most of the main players are back for 
this edition of Wing Commander, but you 
may not recognize their motivations. 
Clockwise from top left, Tom Wilson as 
Maniac, Malcolm McDowell as Admiral simply a reha previous Wing 
Tolwun, Mark Hamill as Col. Chris Blair, 0 mma er: rit o aro the 
and John Rhus-Davies as the Paladin. Х 7 ; dis ; 


"Origin paid well ИИИ 
for names like чү перса тойн ct e, 
Mark Hamill, seipso nme | 
Malcolm McDowell 706 
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home theater system (particularly a Dolby 
Prologic receiver) are advised to find a good 
way to hook up your computer to it, ASAP. 
There is a richness here that, while it will 
sound great on any decent pair of multimedia 
speakers, simply shines in a 

surround-sound environment. Everything from 


and John Rhys- 
M. usan tup gea Davies, and the 


deep and full. hir T 


a aasan price appears well veri E 
worth 11... 7285 


products. You once again assume 
the persona of Colonel 
Christopher Blair (portrayed by 
Mark Hamill), the "Heart of vowing to give up war forever. At the start of 
the Tiger" who conquered WC4, however, you receive an unexpected 
the Kilrathi at the end of visit from Maniac (Tom Wilson), who informs 
Wing Commander III and you that you are being recalled to active duty. 
ended a war that threat- He can't tell you anything more about the rea- 
ened to destroy the son for the recall, but you find out soon 
enough from Admiral Tolwyn (Malcolm 
MacDowell). It seems that peace has brought 
new problems to the Confederation. While the 


chafing against the strictures of the 
Confederation's rules and regulations by the 
Border Worlds. This conflict has only recently 
come out into the open; a brazen attack by 
Border World rebels destroyed a civilian trans- 
port ship with a new type of weapon after 
taking out its armed escorts. From this point 
on you'll be expected to make choices that 
will affect the ultimate outcome of the game. 


Confederation (for those new 
to the series, the first three Wing 
Commander games directly related 


to this one are all about the war with 
the Kilrathi). At the end of that war, you 
retired to the pastoral existence of farming, 


war with the Kilrathi united the planets of the 
Confederation against a common enemy, 
peace has brought with it a certain amount of 


There are two winning endgames, one major 
and one minor, and several losing endgames, 
as well. 


Join the Con-Fed Force, Luke 


He is a child born of the stars, adventure and a symbol for all things 
good. Well, not him personally, because Mark Hamill is much more than 
that youthful defender of the Force he played so many years ago. Now 
Hamill is busy working on a new comic book and a possible big-screen 
treatment called Black Pearl. But last year he again became Colonel 
Blair, and Wing Commander IV is all the talk among gamers everywhere. 

This time, when Hamill and his Wing IV comrades Malcolm McDowell 
and John Rhys-Davies were gathered together by Origin's Chris Roberts 
to shoot the video for the much anticipated sequel, they got to create the 
Wing IV universe begun on Wing III using real live sets. "The initial 
novelty of that sort of open-end story line telling was not as pronounced," 
he says, "and since we were doing it on real sets instead of against 
greenscreen, people visiting the set would not have been as aware that 
we were doing anything other than a conventional movie or television 
show." 

Hamill says that he has seen Wing Commander IV and he understands 
just how addictive the game can be. But as an actor, he sees the role of 
Col. Blair as a challenge to portray, and that is what makes doing a com- 
puter game so exciting. 

What about being a cult figure? Hamill, speaking from his Malibu home, 
says he doesn't see himself as such. "I don't see things that way," he 
says. "I try to approach each project fresh, and it's only after the fact that 
you can see something developing like that." Hamill is quick to point out 


that if people say he is playing Blair in a space adventure because of his 
Luke Skywalker fame, they are just plain wrong. "To me Blair is world's 
away from Luke. And it is not just ‘oh, he's doing the space thing again!“ 
In the meantime, Hamill says he knows there's a WC4 movie in the 

works and that he might be a part of it, but he's not waiting around to let 
the moss grow around his feet. He is actively looking for that next cre- 
ative challenge. For Hamill and Wing Commander fans everywhere, hopes 
are that it will be the fifth installment due out in 1997. 

-Steven Greenlee 
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Wing Commander IV 


Computer Game Review May, 1996 


Wing Commander IV is not Wing 
Commander III redone. Though the games аге 
tied together through their story lines, you'll 
find many enhancements in the newer 
release. As mentioned above, WC4 supports a 
higher color depth, as well as better sound. In 
addition, about half the ships are new to the 
series. Though you got to fly the 
Confederation Banshee in WC: Armada (an 
odd duck to include in the Wing Commander 
line, and easily the worst of the WC games), 
the Border Worlds Banshee is a completely 


different ship. Other new ships include a 
heavy fighter, the Black Lance Dragon, the 
Avenger and Vindicator. Each of these ships 
has its strengths and weaknesses for carrying 
out particular types of missions, though you'll 
find that the Dragon is the most formidable 
single-seater ship yet designed for the series. 
There are also several new cannon-type 
weapons. Leech Lasers are one of the most 
interesting. Although its name suggests that it 
leeches power from a ship, what it really does 
is overloads a ship's power systems, resulting 
in irreparable damage which can leave the 
target ship disabled and drifting. The 
Scattergun is found only on the Border Worlds 


Banshee, and approximates the type of dam- 
age the combat shotgun does in DOOM II: 
limited effective range, but deadly in close 
quarters. The Fission Cannon is a capacited 
weapon; the more you charge it, the greater 
the damage it does. Holding down the trigger 
for a period up to about 10 seconds results in 
a blast that can eat through enemy shields 
and armor in a jiffy. This weapon presents a 
problem for those not well-acquainted with 
ship power management, since a fully- 
charged shot will completely drain your 
weapon power subsystem. The final new 
weapon in WCA is the Stormfire. Basically a 
small and fast mass driver, the Stormfire is 


From Ill to 


Chris Roberts: "Yeah, because for me when 1 do a 
Wing Commander it has to be something different. 
You know, it has to kind of change the sort of tex- 
ture of a Wing Commander, and so with this 1 got 
to make the production side and the production 
quality а lot higher than Wing III, so that was a 
challenge--using real sets, choosing the film and 
basically trying to make everything look and sound 
better than what we did in Wing III and try to tell a 
more interesting story. That was kind of cool 


because you know with Wing III it was...fairly stan- 
dard, you know blow the planet up in the end, and I 3 7 


with Wing IV we could learn from all the positives 

and negatives from Wing Ш and do a lot of things...we said this worked 
in the storytelling or this didn't work in the storytelling and sort of con- 
centrated on crafting a better story" 


CR: "It was things like in Wing III how you responded to people, say in 
the cinematic shipboard scenes [how they] kind of affected the overall 
morale of the ship, but it was such a hard to gauge thing, morale, so I 
don't think that many of the players really would know if the morale 
was ир or down. The things that worked well in Wing III, say when you 
had options in the cinematics was when it directly affected gameplay 
choices like in Wing IH you could choose to joyride in the Excalibur 
mission early on and you basically say yes or no and if [you] said yes 
the next time you flew a mission, the Excalibur would be sitting and 
waiting for you on the deck. So in Wing IV we did a lot of direct choices 
in terms of, you know, if you made a choice in the storyline it would 
have directly affected gameplay. You know, which missions are you 
going to fly? Are you going to fly this ship or that ship? Are you 

going to put a cloaking device on your ship or not? So almost all the 
cinematic choices affected something immediate in the game, so you 
felt like there was a lot more, 1 guess, feedback for your choices.” 


CR: “1 guess Wing Commander 111 was like the end of the 

Kilrathi/ Human war and it was a simple black-and-white affair-you 
know bad guys versus good guys. With Wing IV we had the debate, 
‘What are you going to do?’ Are you going to trot out a new enemy, you 
know the next Kilrathi and you go, ‘that’s kind of lame because that's 
just retreading what we've done in the past" So let's have a little more 
fun. The technology and storytelling ability has matured to the point 
where maybe we can tell a little grayer story and maybe it can be a 
little more interesting. Maybe you can get some choices in the things 
that are real but not 100 percent obvious. | think there was a definite 
conscious decision from early on to try and tell a more interesting and 
involving story than what we had done in the past. | mean we had quite 
a few sessions where everyone sat down and sort of brainstormed. 1 
came up with "Wouldn't it be interesting after the Kilrathi war to sort of 
concentrate on the potential of civil war of humanity bickering among 


IV with Chris Roberts 


itself’ and we took it from there.” 


CR: “1 definitely think it helps that you played the role 
once before so you kind of know the role. The other 
thing is using real sets. 1 mean, virtual sets are cool 
for us in terms of the computer because, you know, 
[we can] model the backgrounds with a computer 
and everything, but for an actor it's really tough to 
really get in a scene when it's only him and another 
actor or actress in front of a greenscreen. Even if they 
are in a cathedral they are still in front of this dinky 
greenscreen. And with a set, an actor feels more at 
home, wanders around and just gets more into character. | think that 
really helped their performances. | consciously made a decision to try 
and take a little more time in filming the scenes than I did in Wing III, 
so give them more time to give a better performance. So I think this 
time around I really wanted to make the story side feel a little more 
real, 1 guess, and so 1 think at all levels that helped. It didn't necessarily 
feel that way when I was filming it cause | felt like, ‘Oh man, got to 
shoot so much stuff to film today l'Il never get through: But at the end 
of the day when | was editing some of the scenes together | would look 
at them and | would be like, ‘Hey, you know. This is a lot better than the 
stuff we were doing in Ш and wow, my god. I mean like Mark [Hamill] 
and Malcolm [McDowell] their performances were better than what 
they were doing in Wing III too! That's something I'm real happy and 
proud of. “ 


CR: "Yeah, ! like to think that l've taken a little bit of Hollywood and put 
[it] into gaming and not the other way around. The way I view it is that 
you know my particular kind of games. [What] 1 like to do [is] always 
tell stories, and in the past 1 used to tell stories with animated charac- 
ters and now the technology allows me to use live action. Live action! I 
mean real people! You have a little higher involvement with real people 
and so I think that live action helps me tell a better story. | think 
Hollywood has been telling good stories for 80 years and they have a 
knowledge base and experience that obviously we wish to tap into to 
make my games better. That doesn't mean that just because you have 
actors and just because you shoot on film that it's going to be an awe- 
some game because underneath it all it has to be a good game. The 
way 1 liken it is when 1 first started in this business, 1 [was] used to 
computer graphics, 1 [was] used to the sound. | used to write and after 
a while ! decided, 'You know there's better artists than me and there's 
better musicians than me and there's better writers than те! So 1 
would try to go and hire the best people in their respective fields to 
help make my games look better. So now there's no debate. You'd be 
laughed out of town if you released a game that didn't have real artists 
doing the artwork for you, if it was still programmer art. It wouldn't get 
anywhere. And that's the way I view Hollywood, that if you're going to 
try and tell a story do some live action. If you're not involving the talent 
base that's out there then you're being silly. That's like doing program- 
mer art or something. | think the sophistication of the audience is going 
to be demanding, something higher than programmer аг” 


gearheads: 


Welcome to the Battle You'll tackle a 


of the Century. Gearheads: variety of different 


A fast-paced, wacked-out, environments, each with increas- 
wind-up toybox full of fun. ing levels of difficulty. You'd 
91 Ka Say hello to Disasteroid, better have a strategy and 
іопоп the Ice, - Zapbot, Deadhead, think fast. Cause the one who 
Kangaruffian and company. ends up with the most toys wins. 


You'll pick a team for Gearheads. For grownups 
speed, power and who still like to fight over toys. 
0 maneuverability. Then For Windows and Mac CD-ROM. 
launch them against 

an opponent or 
your computer. 


a furious war of wind-up toys 
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useless as a long-range weapon. However, it 
produces a nifty and very useful side effect 
when used against a cloak-enabled ship: It 


"marks" the target with a tell-tale sparkle that 


can be seen from 1500 klicks. Needless to 
Say, this feature of the Stormfire is one you 
will use to great effect in later missions. 

The missions for WC4 go well beyond the 
ken of WC3. Though there are many straight 
"shoot-em-up-and-give-em-hell" missions 
that Wing Commander veterans will expect to 


see, you'll also need to fly reconnaissance and 


Publisher: Electronic Arts 
Developer: Origin 


ORIGIN is a developer and publisher of state-of- 
the-art computer entertainment software. 
ORIGIN's motto, "We create worlds," symbolizes 
the company's consistent goal of providing a 
large-scale entertainment experience for the end- 
user. Releasing on average eight new computer 
titles each year, ORIGIN maintains a staff of 
more than 270 in its two main areas of Product 
Development and Publishing. 
ORIGIN was founded in 1983 as an entrepre- 
neurial startup by a team of four: Robert and 
Richard Garriott; their father, and 
ex-NASA astronaut, Owen 
Garriott; and their friend and 
software author, Charles 
Bueche. They remain in 
Austin, Texas and operate 
independently as a wholly 
owned subsidiary of 
Electronic Arts. 
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Rating 


combat simulators” 


Originality 9 “The Wing Commander 
Playability @ series has not lost steam, 
Visuals © and continues to up the 
Audio @ ante for other space- 


Manual 


[led PM 


Originality O 
Playability @ 


killing humans as much 


Visuals & as T — — 
: ommander IV change 
Audio @ ay mb е 
Manual @ ` 


Scott BI 


Originality 99 
Playability @ 


“One of the best space 
combat/flight sim games 


Visuals Ф Гүе ever played. Brilliant 
Audio 9 FMV sequences: 
Manual [E 


Phone: (512) 335-5200 

Requirements: 486DX4/75+, 8MB RAM, SVGA, DOS 5.0, 2x 
CD-ROM 

Recommended: Pentium 70, 16MB RAM 

Controller: Mouse, Joystick or Keyboard 

Players: One 

Price: $59.99 


"While | wouldn't consider : 


The BW Avenger torpedo bomber is one of the ships new to the Wing Commander series. 


rescue missions. These include planetary mis- 
Sions; try to remember that the ground hurts if 
you hit it. A little altimeter will pop up on your 
viewscreen when you fly one of these. 
Speaking of the viewscreen, WC3 complainers 
get their wish: Wing Commander IV complete- 
ly does away with the cockpit graphic that 
most WC3 players turned off anyway. Just one 
more thing to make life a little less complicat- 
ed and gameplay a little more fun. In place of 
the cockpit graphic, standard HUD layouts 
have been used so that you can tell which 
ship you're currently flying (if you've somehow 
forgotten). And, just in case you can't tell who 
the good guys are anymore, cockpit colors let 
you know which battle group you want to tar- 
get. Also, wingman selection is now roster- 
based, rather than "front-row seating," as it 
was in WC3. 

All of the above aside, however, Wing 
Commander IV isn't without its problems. In 
typical Origin fashion, you'll need a monster 
system (a Pentium-90 with a bare minimum of 
16MB RAM) to run the game in hi-res mode. 
A little code optimization goes a long way 
toward soothing the feelings of those folks 
who need a major system upgrade just to play 
a game. And, just in case you're the type of 
person who doesn't like to read the manuals 
(yknow, kinda like me), you'll probably wind 
up with a game crash every couple of mis- 
sions. To fix this, remove or remark out 


EMM386 and/or SmartDrv from your boot 
files. In addition to the technical complaints, | 
also believe that the new types of missions 
are an aspect they could have easily left out. 
They have a half-finished feel to them, as 
though the concept is good, but the content is 
lacking. The only reason | can come up with 
for their inclusion is that the graphic artists 
demanded they be put in. They look great, but 
they're really limited. These are the missions 
that | flew just to get through, as opposed to 
the missions | did the hard way in in order to 
see more action. 

The boiled-down lowdown on Wing 
Commander IV is this: it's terrific. Even if you 
come from the Clan of Monstrously Stubborn 
Folks who prefer to load EMM386 come hell 
or high water, the gameplay element is so 
wonderful that you'll barely have time to com- 
plain before rebooting and restarting. You'll 
also learn the habit of saving regularly the 
hard way. The Origin production team has 
done a superb job developing the game 
around a storyline that would be fraught with 
disaster in the hands of lesser developers, 
and the balance of sweat vs. fun is nearly 
unmatched in the gaming world to 


date. CGR 
- Ted Chapman 


CHECK IT OUT AT 
http://www.ea.com/origin/english/prod- 
info/pc-cd/current-titles/wing-4/index.html 


Counter Point 


"Impressive" IS ап understatement when describing Wing Commander IV. Just 
about every single aspect of this game sets new industry standards, including graphics, 
live-action video, sound and superior gameplay. 1 agree with Ted that this is clearly one of 
the finest space-combat simulation games to be produced for the PC to date. My only 
discrepancy with him concerns the planet based missions which he thought were 
unnecessary. | found to add some variety to the typical “space” environment. | can 
remember when 1 first saw the original Wing Commander back in 1990. It was pretty cool 
for its day and age, but the technology just wasn't available to make it completely realistic. 
Although I never did play Wing Commander II and III in the following years to come, 
comparing the first and last Wing Commander games is not unlike comparing a 1967 
Chevy Nova with a 1996 ZR-1 Corvette. The differences are that profound. Origin's 


attention to detail merits some kind of award with its eye-popping graphics and incredible 
sound effects. Even though that “once-young” Luke Skywalker is looking older than ever, 
he can still save the universe with a Hollywood-caliber performance. | was also pleased to 
see that Origin did away with the cockpit interior since everyone seemed to turn it off any- 
way. The only catch to this "next generation" computer game is that its going to require the 
"next generation" of computer hardware. But since everyone and their sister seems to be 
upgrading to a Pentium and boosting their RAM power these days, it might not be such a 
concern. In fact, you might even justify upgrading your equipment just so you can play this 
game (it's that good!). My compliments to Origin for producing this “next to perfect" 
space-combat simulation game. - FRANK 


The gaming platform 
of the future. 


1996 Microsoft Corporation. All rights reserved. Microsoft and Windows are registered trademarks and DirectX, the Windows Start logo, and Where do you want to go today? are trademarks of Microsoft Corporation 


EC RIE Cele ае з ас Durning speed. Directx“ technology in Windows 95 for anyone in search 


КЕ ДЕА А gaming capabilities on their PC. That means better graphics through 
75 Fetter sound, and high-performance digital joystick control. You'd have to 
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Combat Ready 
WC4 had only been out a couple of days before | 
started getting e-mail about it. Here are some tips for 


surviving the missions that І got the most mail about, as 
well as some general info about the game itself. 


) 


The Longest- 
Shortest Mission 


This mission is one in which you must force a Border 
Worlds convoy to accept the Confederation's law stating 
that every convoy must have a Confed escort. It's about as 
pointless a mission as you can get, and still fall under the 
auspices of the game's story line. This mission stretches 
credibility, yet you have to get through it. The convoy is 
composed of two Cruisers and 10 Banshees. l've been 
hearing complaints about this one from everyone in the 
Sendai offices (not just CGA), so | figured this would be a 
good place to start. Most of the complaints have been 
along the lines of, “It’s too hard trying to take down ап 


armed escort of 10 Banshees!" Well, yes, it is. Taking the 
only ship available that has even a chance against that kind 
of firepower, the Hellcat, is considered something of a sui- 
cide maneuver. There are some good pilots in the convoy, 
and they'll take their sweet time to get you into a favor- 
able (for them, that is) position. You'll be merrily slagging 
the shields of a Banshee unlucky enough to fall into your 
field of view, when BOOM! You go up like a roman can- 
dle. End of story. | beat this mission in both of the ways it 
can be done. Doing it the hard way, by taking on the 
enemy Banshees in a Hellcat, is enough to make you 
want to throttle the mission designer. However, that's also 
the sign of a good mission design. Doing it the easy way 
is much too easy. Here's the firing solution for doing it 
that way, and just try telling me you're not disappointed. 
Take the Longbow. Load it with Spiculum IR missiles. As 
soon as you're in the mission, launch all of the SIRs. 
They'll merrily go hunting for enemy ships, keeping them 
busy while you concentrate on your real objective. Target 
one of the Cruisers. Arm a torpedo, then arm a second 
one to fire in salvo. Afterburn straight toward the Cruiser 
you chose and locked in your targeting system. Cruisers 
are notoriously poor shots, but they have such incredible 
firepower that you don't want to stay in their firing range 
for long. As soon as you get to within about 300 meters 
(in other words, dangerously close), fire your torpedo 
salvo. Unless the Cruiser gunners are a lot better than 
you should expect them to be, the convoy will be down 
one Cruiser. IMMEDIATELY STOP FIRING! The Border 
Worlders will surrender and accede to your requests. 
Congratulations! | ran this mission over and over; by aim- 
ing for the Cruiser, | finished it in no more than two-and- 
a-half minutes. Don't get discouraged, though, if it takes 
you a bit longer. 


CHOOSE YOUR SHIP 


Sometimes the difference between winning a mission and ejecting 
is the ship you fly. Choose carefully based on your mission objectives. 


Hellcat | i 
Medium Fighter [ 
Мах Velocity: 420 k/s ы 
Мах Afterburner Velocity: 1200 k/sec 


* The Hellcat is one of the most versatile 5 
craft you can pilot. Unfortunately, that um 
versatility almost makes it fairly fragile. 

Try not to get stuck flying it when there are 
capital ships around. 


Longbow 
Torpedo Bomber 


Max Velocity: 320 k/s Я 
Мах Afterburner Velocity: 700 k/sec 3 


* Despite the Longbow's incredibly slow 
pace, it can take more abuse than any 
other ship in the game except for the 
Dragon. Its poor maneuverability makes ita a 
traveling target, though. 


Banshee 
Light Fighter 


Max Velocity: 520 k/s 
Max Afterburner Velocity: 1300 k/sec 


* When you begin your career with the 
Border Worlds, you'll be given access to 
the Banshee. It is quick and nimble, 
although its shields are fairly thin. A good 
general-purpose fighter, and one you can 
take on almost any mission. 


Avenger 


Torpedo Bomber 


Max Velocity: 350 k/s 
Max Afterburner Velocity: 750 k/sec 


* The Avenger is a lumbering beast 

that must be used with care. For pinpoint 
delivery of heavy weapons, there are few 
ships that can touch it. Its standard Leech 
Lasers and Stormfire cannon make it a ship 
you don't really want to get near. 


Vindicator 


Medium Fighter 
Max Velocity: 400 k/s d 
Max Afterburner Velocity: 950 k/sec ГА 


* The Border Worlds' equivalent of the Hellcat, 
the Vindicator is a fairly average craft. It will 
never set any speed records, nor will many 
pilots survive more than a few encounters 
with the enemy while seated in its cockpit. It 
does, however, carry a tractor beam, which 
can play havoc with enemy pilots' aim. 


Bearcat, 

Heavy Fighter 

Max Velocity: 550 K/s 

Max Afterburner Velocity: 1400 k/sec 


* Now here's a ship you can really sink your 
teeth into! Despite its classification as a 
heavy fighter, this experimental craft has 
acceleration and velocity rates that are better 
than the Banshee Light Fighter. A beautiful 
craft that can rock and roll with the best of 
them. 


Dragon. 

Heavy Fighter 

Max Velocity: 500 k/s 

Max Afterburner Acceleration: 900 k/sec? 


* This is the ballsiest craft in the game. Once 
you lay your hands on one, you'll never look 
at another type of fighter. The Dragon is a 
stunning technological achievement, capable 
of high speeds even with its huge mass. Its 
shields are the equal of the Longbow, and it 
carries nearly as many missile weapons. 


—PC GAMER 


BEST MULTI-PLAYER came 


—PC GAMER 


#1 BEST-SELLING 


NEW RELEASE 


—Source: PC DATA, JANUARY 1996 
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Disable That Сар! 


This is a mission that l've been getting 
an inordinate amount of mail about, and so 
| figured that, rather than having to explain 
it 20 different times to 20 different people, 
I'd cover it once and hope for the best. The 
mission occurs fairly late in the game, and 
it comes paired with one other mission. If 
you decided to go after stealing the 
Bearcats in the mission prior to this one 
(rather than attacking the manufacturing 
plant), you'll be offered the option of taking 
the Bearcat. This is the ship of choice. If 


you went after the manufacturing plant, 
take a Banshee. Make certain you load all 
the hardpoints with Leech missiles. In one 
of the cinematics leading up to this mis- 
sion, Pliers offers you some new technolo- 
ду: a cloak. The downside to this is that 
you can't take a wingman. ! opted for the 
cloak, and went in wingless. Take out the 
Carrier's fighter cover first; going after the 
Carrier before this is done will get you 
dead. Get enough Leeches into the Carrier 
to disable its turrets. Now it's a matter of 
shooting a really big fish in a really small 
barrel. Take a quick tour to the tail end of 
the Carrier (it's the end that doesn't have 
yellow on it, if that helps). Position yourself 
about three hundred to four hundred 
meters out and transfer all of your available 


— 
( Spiculum IR 


power to your weapons systems. Turn on 
those lovely Leech guns you have strapped 
to your belly, and open fire on the three 
engine areas. Remember not to use your 
main guns; if you accidentally destroy the 
Carrier, you lose the mission. Once the 
engines are gone, the Carrier can't move 
and gets transferred to the "disabled" list. 
A Border Worlds capital ship will move in 
once the Carrier is disabled. 


Target Practice 

If you chose not to defect the first time, 
you'll get a second chance. Now is the time 
to save your game if you want some target 
practice. If you choose not to defect the 
second time you are asked, there is no way 
to win the game. There is also no way to 
win the mission you'll be in. And so, pre- 
pare for a little target practice. Go into the 
mission, and when Eisen asks you to join 
the Border Worlds' cause, tell him no. The 
Intrepid immediately becomes invulnerable 
and starts launching waves of ace fighters. 
This continues until either you or the 
Lexington is destroyed. If you've ever 
yearned to learn how Maniac flies, this is 
the place to study him. He'll be all over you 
like white on rice. Bear in mind that you 
cannot win if you don't defect, but you can 
get a good idea of how good you are as a 
pilot. Like | said, save your game before 
you start this mission. My best time in the 
Sky on this mission at Ace difficulty level 
was a little over four minutes. It gets hairy 
fast, so have fun 


Grounded! 
Things to remember 
on Ground Assault 


The Ground Assault missions in Wing 
Commander IV are easily the worst mis- 
sions, collectively, in the game. They are 
generally pointless, and the mission design- 
ers apparently included them at the behest 
of the graphic artists. At least, that's what it 
looks like to me. Space-based combat is 
what Wing Commander fans pay for and 
expect; throwing in planetary missions just 
for the sake of showing off what the artists 
are capable of is ludicrous. Nevertheless, 
here are some pointers to help you survive. 
Under no circumstances should you fly into 
the ground. There's a little altimeter that 
pops up on the left side of your HUD when 


you enter the planetary environment; use it! 
Turrets should be your primary targets; they 
pack a lot of firepower into a small area, 
and they can wreak havoc on the unsus- 
pecting transport or fighter. Take them 
down with full guns, synchronized. If you're 
desperate, lob a missile or two at them. 
Only when they're safely out of the way 
should you turn your attention to any pesky 
enemy ships. This tactic comes with a 
warning, though: If you're escorting a 
transport, keep in constant radio contact. If 
the transport starts taking enemy fire, 
ignore the turrets and chase off the enemy 
fighters. If you're running recon, take out all 
the enemies first, then take your pictures. 
And don't forget to switch back to your 
main guns before autopiloting to the next 
way point! 


م 


Although it has an 
incredibly long lock 
time, it is well 
worth loading a few 
Leeches on your 
ship. The Leech 
overloads the 
power supply on an 
enemy ship, reduc- 
ing the amount of 
power it has to 
divide among its 
systems. Get 
enough of these 
into a cap ship and 
it's bye-bye gun 
turrets. They can 
even disable a ship. 


The Spiculum IR 
is a fast-lock, 
high-explosive 
bolt that will con- 
tinue to track a 
target for up to 
60 seconds. With 
an exit velocity 
high enough to 
make Superman 
wince, there is 
barely a pilot in 
existence who is 
up to the chal- 
lenge of evading 
or destroying a 
Spiculum. 


Javelins are a 
really big waste of 
your time. Their 
two-second lock 
time will seem like 
an eternity when 
you’re in the heat 
of battle. They can 
also kill you acci- 
dentally; if you 
launch one and 
then hit your after- 
burners, chances 
are pretty good 
that you'll end up 
with some singed 
tailfeathers. Load 
Dumbfires instead. 


Though useless 
against a fighter 
unless the pilot is 
big and stupid, the 
Dumbfire is a ter- 
rific aid i 
out ca 
Gang them togeth- 
er and launch a 
salvo when you get 
within about 500 
meters of a capital 
ship; the combined 
force is enough to 
take out a small- to 
medium-size cap. 
Dumbfires are 
incredibly fast. 


Although Pilums 
have a fairly low- 
blast explosive, 
they come in very 
handy when you 
know you'll be 
entering a zone 
with a lot of enemy 
ships. If you gang 
them all together 
and fire-off a salvo 
at the first sign of 
trouble, Pilums will 
merrily hunt down 
enemy ships; if one 
ship cloaks, it will 
lock on the next 
uncloaked enemy. 


Mines are great for 
getting someone 
off your tail. If 
you're in a big, 
slow craft, such as 
the Longbow, 
these can literally 
save your ass. 
Remember where 
you dropped them, 
though, since they 
are indiscriminate 
killers, exploding 
whenever some- 
thing comes within 
range. That 
includes both ene- 
mies and friends. 


The Flashpack is a 
special weapon 
that you will only 
get to use once in 
the entire game. 
Developed by the 
Black Lance, the 
Flashpack is a 
limpet mine capa- 
ble of taking down 
a super-capital 
ship (such as the 
carrier Vesuvius) 
in one shot. 
Although it has a 
long lock time, the 
damage inflicted is 
nearly infinite. 


http//www.lucasarts.com 
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Prodigal 


COMPUTER GAME REVIEW 


Descendan 


The Company has screwed you back into 
the cockpit; its time to descend again 


nterplay has done it to you 
again. After spending an 
inordinate amount of time, 
sweat and energy seeking 
out the reactors and dodging 
the laser shots of those pesky, yet 
colorful robots in the original Descent; play- 
ers were rewarded for their efforts with an 
additional, more challenging set of missions 
in the add-on-pack, Descent: Levels of the 
World. Now that you've conquered those 
100 levels of Descent, here's your next 
treat... 

Descent !! features 30 more levels and a 
ream of new enemies that will rock your 
asteroid. If you aren't familiar with the previ- 
ous Descent, you will undoubtedly be in 
awe at the complex array of tunnels and dif- 
ferent secret areas that the Descent series 
of games requires you to navigate your craft 
through. 

In summary, Descent 1! is an excellent 
improvement over its predecessors. The dig- 
ital sequences between levels are very well 
done, and the texture-mapped 3-D game 
graphics are likewise impressive. Interplay 
has also done some nice work on making 
the three axes of movement (left/right, 
front/back, up/down) smoother and more 
seamless than before. The dizzying motion 
of twisting and turning upside-down while 
turning and descending is now even more 
disorienting. 


Sob Story 


For those not familiar with Descent, your 
mission is, as it always has been, to pene- 


9 There are lots of little toys available 
for the questing space jockey, like the 
Afterburner unit above. 


trate deep into the Post Terran Mining 
Company (PTMC) asteroid mines and shut 
down the reactor that runs all of the sys- 
tems in the complex. The company that you 
work for has renewed your contract under 
an emergency clause that basically screws 


9 After you defeat the reactor and find the exit, just sit back and let them do the flying. 


you to the wall. Your mission is reconnais- 
sance—or so they tell you. One problem: 
There are automated robots all through the 
mines that they are still faithfully defending. 
They are programmed to take out any 
intruders. Because of the alien presence, all 
of the robots have been fitted with "defen- 
sive" weapons. Your challenge is to defeat 
the robotic guardians and rescue the hap- 
less human mine workers that have been 
imprisoned inside the complex. Nice work, if 
you can live through it. 


Man's Best Friend— 
The Guide-bot 


This time the folks at Interplay have been 
kind enough to provide you with a handy 
companion called the Guide-bot. (Do you 
get the feeling that a lot of people com- 
plained about finding their way around the 
mines in Descent?) At the beginning of 
each level, the Guide-bot is trapped in a 
small cell somewhere in the mining com- 
plex. When released, it will actively seek out 
a task for you and then come back to get 
you after it has found what you're looking 
for. You can task it to look for power-ups, 
keys, the reactor or the exit, or if you prefer 
you can tell it to leave you alone (my 
favorite). Unfortunately, the Guide-bot is not 
an offensive tool—it only has weak lasers 
that are usually used for opening doors. 
This 'bot's a Timex™ design—he can take a 
lickin' and keep on ticking—but there will 
come а point when he's just had enough, 
and he'll die. 

Along with its keen tracking ability, the 
Guide-bot comes equipped with a camera 
that allows you to see through the Guide- 
bot's eyes, which is great for scouting 
ahead. But along with its other limitations, 
this automated scout cannot get to areas 
blocked by certain barriers such as a force 
field or a secret door. 

As you might guess, this Guide-bot is very 
useful when you get lost and really need 
some help finding your way through the 
labyrinth. But there's another tactic that 
increases the bot's value. The cannibalistic 
enemy bots often prefer the destruction of 
the Guide-bot over your own, so sending it 
in first will gather a large cluster setting 
them up like fish in a barrel. Easy shootin'! 
Of course, the Guide-bot is not without its 
charms, either—you can name it what you 
like and keep it around as your pet. Cute. 


This Diamond Claw is about to shatter your ego 
with his oh-so-sharp talons; what an expensive death! 


Dealers of Destruction 
Among the myriad enemies you will face 
within the mines are the usual baddies from 
the previous games and 30 new ones. They 

are a truly nasty cast that play all sorts of 
roles. From the Bandit that steals from your 
weapons load (and is generally a big pain in 
your rear thruster), to the huge bots that 
can blow you away with a few shots from 
their six lasers—or, as in some cases, a sin- 
gle missile shot-Descent II has been 
packed with more flavor than ever before. 
Experienced Descent junkies will certainly 


get their money's worth in more 
ways than one. The robot Al has 
been upgraded so that even on 
the Trainee level of difficulty the 
enemies are fast, smart and full 
of surprises. Some of them, like 
the Lou Guard, will not simply 
retreat around a corner and wait 
for you to merrily fly by. They will 
instead cruise around through 
the tunnels and find their way 
behind you to strike when you 
least expect it. 

But don't despair, they're not 
all that well-endowed. In fact, 
some of them are downright 
stupid. A perfect example of a bot with a 
single-program, pocket-calculator brain is 
the Diamond Claw. The Diamond Claw, as 
the name implies, extends huge claws made 
of tough diamonds. This palooka won't hunt 
you down or do anything sinister; he'll just 
charge at you trying to drive you into the 
nearest wall while jamming his claws into 
your armor until you explode. If he can't 
crush you, he'll whip out his Plasma Cannon 
and litter the tunnels with hot gas. As you 
advance into the game further and further, 
you'll need to be very wary of these guys— 
they're everywhere in later levels. In some, 
they will come out in groups of five and six 
at a time. Keep your distance from them and 
blast away with long-range laser shots. 

There are some enemy bots that are both 
intelligent and sinister...and more. The 


“Descent II has 
an impressive 
array of 
improvements 
over its 
predecessors..." 


An old friend from the previous Descent 
games is the Mega Missile, this one how- 
ever has been altered to perform almost 
twice the fireworks for your enjoyment. 


Bandit is the most inimical of the bunch. It 
will taunt you and follow you, stealing your 
stuff as you navigate through the mines. If 
you turn to chase, cruising at normal accel- 
eration is too slow to catch up to the little 
klepto; you have to use your newly 
equipped Afterburners to stay with him. If 
that's not enough, Bandits have strong 
shields that make their destruction even 
more difficult. 

A nice little bonus for chasing the Bandit 
is if you can tailgate him close enough, you 
get into restricted areas that he has access 


Descent II Cheat Sheet 


If you're having trouble with the cast 
of characters that Interplay has 
thrown onto your PC stage, try some 
of the following cheats to get a taste 
of Godliness: Remember, in the uni- 
verse there is one law of nature that 
must be obeyed: For every action 
there is an equal and opposite reac- 
tion. The frequency with which play- 
ers employ cheat codes is inversely 
proportional to their enjoyment of the 
game. Have a good time. 


godzilla 

Turns on ‘Monster Mode,’ all your 

wepps. do a lot of damage and the 
enemies blow up if you bump into 

them. 


rockgirl 
Gives you a completed automap. 


alifalafel 
All the toys you need, power-ups, 
headlights, afterburners and a full 
stomach too! 


helpvishnu 

Resurrects the Guide-bot if he has 
been killed, or just makes another. 
Thank you sir, may I have another? 


to without opening them up. The best 
strategy to take out a Bandit is to corner 
him so that he can't run and unload on 
him with your biggest mass driver and mis- 
siles. The reward for defeating one is the 
gracious return of all your stolen goods in 
a gigantic shower of floating toys. 
Robo-Santa. 


Big Guns for Big Kids 

What would a sequel to an action game 
such as this be without a thoughtful array 
of new guns and weaponry? Descent 11 
provides a fair share of them, including a 
Gauss Cannon that fires huge chunks of 
explosive metal (kids love mass drivers), 
and Mercury Missiles that streak toward 
their target faster than the eye (both 
human and electronic) can see and covers 
its hapless victim with a napalm-like sub- 
stance. All new weapons offer a depth of 
powerful destruction that is truly amazing. 

Of course, we all have our own personal, 
repressed preferences. My favorite tool for 
amassing scrap tonnage is the Earthshaker. 
The Earthshaker is a truly neat toy to have 
in your inventory and the exact type of 
weapon that l've been waiting for. If you've 
ever wanted a weapon that just gets rid of 
that mess of metal at the other end of the 
tunnel, this is it. It's simple to use, just 
point and shoot (no darkroom necessary) 
and the enemies are history. You see, it's 
much like the BFG-9000 in Doom in the 
form of a missile—it'll kill almost anything. 
Just don't be around when it goes off, or 
you'll be sorry! 


Anxiety Levels 

Descent 11 packs 30 levels, 24 regular, 
and several secret ones. Their designs are 
much more complex than in the previous 
Descent games as they feature several new 
twists to the traditional Descent architec- 
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ture. The D2 levels are trickier, longer and 
generally more ingenious than before. 
Almost everything in the mines is now 
interactive, and most elements are either 
entirely new creations or tear-offs from the 
original Descent that have been modified or 
upgraded. 

The first new addition that springs to 
mind are the Force Fields. Force Fields 
restrict access to other areas in the mines, 
and, when you bump into them with your 
craft, they knock you around like a toy 
made of Flubber. You'll find out the hard 
way how you will take serious damage if 
you get caught in a corridor between two 
Force Fields. By serious, | mean 50 shield 
points in under three seconds. Most players 
will probably find they make D2 more inter- 
esting and, for the above stated reasons, 
more challenging. To deactivate the Force 
Fields, you need to find hidden switches 
somewhere in the mine. 

Many portals in the mines are similarly 
constructed, since you need to flip a certain 
Switch or series of switches in order to get 
the walls or doors to open. Remember 
those neat monitors that you could shatter 


Force Fields are among the many new additions 
to the Descent universe. Knock into one of them, 
and you'll know it. 


with your lasers in the old Descent? Well, 
now they actually do something—they open 
up passages. Other barriers include doors 
that open (then close) once and only once 
giving D2 an added dimension of playablilty. 
No longer can you recklessly scatter your 
laser fire; you'll have to think your way 
around as well. 

Navigating through dozens of twisting, 
turning tunnels can get you lost quickly, 
even with the Automap. But with some new 
options added to your craft, you should 
have an easier time getting around. There is 
a front-mounted headlight that will help you 
see through the darkness, but use it spar- 
ingly. Running around all lit up makes you 
much easier to spot. 


Pesky Offspring 


Some of the more pesky robots in the game won't just lay down and die when you kill ‘em. Some, like those shown below, actually break up 
into smaller robots that will then swarm you. The Sidearm will break apart into the smaller Modules, the TRN Racer blows into Red Hornet 
fragments, and the Bandit is just an all-around pain in the thrusters. 


Sidearm Modules Red Hornet TRN Racer 


Mercury Missiles. More Mercury, smaller package. Small Lasers. Killer swarms. Mmm, Homing Missiles. 


Я 
* 


Actually, you || need 
them all where you re going. 
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Publisher: Interpla 


Developer: Parallax 


Interplay Productions is a worldwide consumer 
software publisher and developer, producing 
award-winning entertainment and educational 
software. Through the company philosophy “Бу 
gamers, for gamers" Interplay maintains a com- 
mitment to consumers as a leading provider of 
entertainment and educational multimedia prod- 
ucts. Interplay has a staff of creative profession- 
als who bring their unique talents to 
bear on this firm commitment 
to excellence. Interplay and 
its individual companies, 
affiliates and divisions 
distribute their products 
worldwide through major 
distributors and retailers. 


Originality (p "If you liked the 
i original Descent, you'll 
playabitity 2 undoubtedly be 4 
Visuals @ impressed with what 
Audio 9 Descent II has to offer” 
Manual @ 
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Originality @ 
Playability @ 


“Descent Il is easily the 
best game I've seen this 


To help you keep track of 
where important locations are 
and where you've been, there 
are markers that can be 
dropped and labeled to help 
you identify places on the map. 
Since paying careful attention 
to your Automap is important— 
or you risk missing passage to 
certain hidden areas—these 
markers sure do help. 

Some of these hidden areas 
are secret levels. Entering into 
one presents players with a 
new twist. Though you may 
find huge stashes of weapons 
there without a lot of guard bots hanging 
around, there are plenty of traps. Of the 
bots that you may find, there are some that 
don't always obey the laws of physics mak- 
ing the battle even more difficult. You'll 
have to be prepared for anything! Worst of 
all, however, is that fact that you can't save 
your game while in a secret level, but you 
can exit and enter as often as you like. 

Just as a teaser to the folks out there, 
there are four different planets that the 30 
some odd levels are situated on, and the 
final level involves the destruction of the 
aliens' mothership. Enjoy! 


Network Play 

Descent II has some serious network 
capabilities that deserve a good look-see. 
There are over five different main types of 
net games that can be initiated and an 
almost infinite number of sub-varieties. 
Some of the main choices include Capture 
the Flag, where players have to find the flag 
and then hang on to it long enough to get 
back to base. If a player gets fragged in the 
meantime, the flag gets dropped and the 
real free-for-all begins as players race to 
get it. Another nice variation is Robo- 
Anarchy. Robo-Anarchy is just like regular 
Anarchy, where players simply run around 
trying to rack up the most kills, but as an 
added bonus, robots are thrown in and they 
have their own goals. In Anarchy, there may 
be only a set number of different weapons 
available in any certain area, so if your 
friend has the only Phoenix Cannon and 


Counter Point 


Not only are the bots nasty, but the 
terrain (lava) will wreck your armor. 
This level four mobile reactor can make 


you look at life through blind eyes with 
his oh-so-bright personality. 


you need it, you'll have to beat it out of him. 
In net games, players can specify which 
type of game they want to play, what level 
they want to start the net game on and 
even give themselves handicaps. This is 
especially useful for those times when the 
competition is just a bit too soft for the 
experienced Descent player. Players can 
also modify almost everything else in the 
game, from making the lights indestructible 
to allowing camera viewing from tunnel 
markers so that you can keep an eye on 
any area of the mines to see who's where. 


In Conclusion 


Descent 11 has an impressive array of 
improvements over its predecessors that 
will be sure to engage players' interest for 
hours on end. Although many of these 
improvements may not be immediately 
apparent from screen shots alone, this 
sequel sets itself apart from Descent. 

With a multiplicity of new features— 
industrial strength music by Orge of Skinny 
Puppy, clever robots, super-destructive 
weapons and 30+ new tunnels—available to 
enjoy, whether alone or in a network game 
environment, D2 is definitely an honored 
member of Interplay's descendants. CGR 

-Scott Gehrs 


TO DOWNLOAD DEMO 
http://www.interplay.com/website/ 
descent2.html 


WOW! | never would have expected this game to be such an improvement 
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š year; grad students may over its predecessor. Descent li preserved the same gameplay integrity of the original, 
Visuals @ want to put off buying š 

Audio e it until they finish their beefed up the graphics and added a whole new cast of enemy robots, weapons and other 
Manual e theses. Incredible" useful gadgets. If anything, gameplay has definitely been intensified to absolute perfec- 


tion. The AI for each of the different enemy robots has also been improved to the point 
now where some of them will actually steal your weapons. ! found the Guide-bot to be a 
most welcome addition, especially since it would escort me to the location of the keys, 
reactor and exit. The main reactors have been downsized from their once massive stature, 
but they're still just as challenging to destroy. The cockpit now features a missile-view 
screen so that when you fire a Guided Missile, you can navigate it to its target through 


Scott Big 


Originality @ “Descent Il is quite 
Ф possibly the best sequel 


Playability this year. The graphics 


the missile's camera view. | also appreciated the Energy-to-Shield Converter that allowed 


Visuals e are incredible, the game- me to transfer my extra energy charge over to my shields, which proved to be a real life- 
Audio & play is more frenetic than saver in many occasions. Experienced Descent players will most likely drool over Descent 
Manual @ ever, and the ‘bots great” Is immense arsenal of weapons, including new laser and plasma cannons, a new Gauss 


Cannon, and several new missiles that will set new standards for extreme devastation. 
The background music has also been "juiced-up"—now sounding more like industrial 
dance music-it actually works quite well with the game. My only gripe is that the game 
manual didn't list and describe the dozens of bots in the game for quick reference, and 
this is a minor gripe at that. Overall, Descent II has maintained what was good about the 
original and improved everything else to create a game that is worthy of owning. -FRANK 


Phone: (714) 553-6655 Requirements: 486/50, 8MB 
RAM, SVGA, DOS 5.0, Win95, 2x CD 
Recommended: Pentium, 16MB RAM 

Controller: Keyboard, Joystick 

Players: Multiple 

Street Price: $4799 


2050: The city lies before 
uou ripe for the taking. 
Your forces are ready 

to rip through it-hilling, 
intimidating, bribing or 
extorting anyone who 
gets in their way. 
Victory is assured... 
until this guy shows up. 


* A strategic challenge for gamers 
of all skill levels 

* Hire and deploy 70 different gangs 
as you conquer the future 


* Multiplayer compatibility for up to 
6 players over network and/or modem 


* Over 50 new technologies to 
research from Kevlar Armor 
to Plasma Launchers 


e Multiple difficulty settings 
and scenarios 


Available for Windows 95 
and Macintosh 


Designed for | © 1996 New World Computing, 
Inc. Chaos Overlords is trade- 
mark of New World Computing, : * 5 
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escent Н is one of this year's most 


play has been overhauled to the 
point at which those familiar with 
Descent will be nicely pleased and 
surprised. Those who are new to the 
series will be in a quandary on how to actually get 
through it without being frustrated by the fact that 
Descent II is an extremely difficult game. There 
are 30 new enemies that have been put into pl y 
and to deal with them effectively there are a fe 
things about each that need to be discussec 


The E-Bandit 


Energy is a prime consideration in Descent Il (one can never 
seem to get enough of it). The E-Bandit uses the static that it 
collects from the mines offensively in large discharges and 
defensively as an energy shield. It will also try to drain your 
energy. Although the E- 
Bandits can't take a lot of 
punishment, they are very fast 
and agile. Keep a good dis- 
tance away while you blast it 
with projectile weapons. E- 
Bandits hate Vulcan Ammo. 


The Smelter 


Some of the robots have an amazing ability to cloak them- 
selves and appear slightly invisible—just shadows that seem to 
shimmer and occasionally blast you with energy lasers. The 
Smelter utilizes chameleon behavior and will cloak itself with 

the walls, remaining still until 
you come in range. Its weak- 
ness is that it can't change 
on-the-fly. In other words, 
when it flies past another wall 
texture, it can't change quickly 
enough. Easy target. 


When you make it to the fourth level you'll have to face up 
to the really big son-of-a-gun known as the Lou Guard. 
These guys have thick armor and lots of missiles, so approach 
them with caution. Back off and fire with plasma, or, if you 
have any large missiles like 
the Mega don't spare them, 
use them here. The Lou Guard 
is especially immune to 
Vulcan ammo and lasers take 
long unless you have quads at 
level five or better. 


Descent 
ыг a w w ш = 
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highly awaited sequels. The game- 
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The Diamond Claw is one of the deadliest enemies that you'll 
face in D2. It has long talons of diamond that can pierce armor. 
Steer clear of this bot as it likes to charge its targets, pin them 
against the wall and run them through. The best tactic is to back 
up while you're shooting the hell 
out of it, preferably with something 
large and powerful. The weapon 
that Diamond Claws hate most is 
the Gauss Cannon. Gauss salvos 
can punch right through its armor 
more than any other weapon. 


The Bandit 


Bandits love stealing stuff—weapons, energy, shields and so 
forth. This robot will sneak up behind you and swipe something 
when you're not moving. He's fast and can only be caught if you've 
got your Afterburner package going full thrust. The best way to get 
rid of the Bandit is to either corner 
it and just unload on it, or catch it 
coming at you in a long tunnel and 
blow the thing away as it 
approaches. Fortunately, once you 
have killed the Bandit you won't 
see it again until the next level. 


The PEST 


One of the first true enemies that you'll run into is the nasty little 
PEST. The PEST is one of those small, slow and generally ineffec- 
tive bots that was originally designed for rock cutting, so its defen- 
sive and offensive skills are fairly lack-luster. It has only small 
lasers, which it uses quite clumsily. 

Probably the most effective way to 
deal with the PEST is to treat it as 
such. Swat it with any weapon you 
wish when they swarm you. One or 
two shots from even single lasers 
will do it in. (A kind SHOO won't). 


The Omega 


The Omega is the most maneuverable bot and can camouflage 
itself. It is a suicide machine that will run your craft down, slam into 
you and then blow itself to bits. If you chase it, it will lay mines and 
retreat around corners. The best way to deal with an Omega is not 
let it get too close. Its movements 
are unpredictable, so long-range 
weapons do best. Homing Missiles 
pack the punch, however, it is hard 
to target them with one. Use 
Guided Missiles or a heavy strafing 
of lasers. 


You blasted your way 
through an onslaught of 
undead marines and 


hell-spawned hordes in 
Doom, Ultimate Doom and 


Doom II. Now you can XA 


retire, right? Wrong. 
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ales Curve Interactive (SCi) 
has blown a long-awaited 
breath of fresh air into the 
adventure game market 
with its zany new release, 
Kingdom O' Magic. 

Just when | was tiring of the stale 
story lines of typical adventure games, this 
came as a refreshing surprise. It's funny, cre- 
ative, interesting and original. From the mo- 
ment the opening credits start to roll, the play- 
er immediately senses this will be no ordinary 
journey. 

In the same vein as Monty Python, Air- 
plane and Naked Gun, KOM is a humorous 
and sarcastic look at human behavior and the 
adventure game genre. When you enter the 
Kingdom, throw all logic out the window. No- 
thing makes sense. You step into a bizarre 
Saturday morning cartoon world, with even 
more bizarre characters. You encounter 
mutants, elves dressed as hit men, dwarves 
dressed as linebackers, gingerbread men, wiz- 
ards, action heroes, WringWraiths, Nazi wig 


Shah-Ron 


во 

100 
Aquarius 

a Bedroom 


M2SHAR 


2:15pm 


The Hand Mirror » 


Shah-Ron, КОМ5 very own heroine (1), beguiles all she encounters with her feminine charm. Be careful not to make these heavy 


Comedy 
Kingdom 


Politically Correct Adventurers Need 
Not Apply...And Don’t Call Me Shirley! 


| Great Gast Read Tolet 
{На to The (Vers) Public Toilet 


weights angry; they know how to make the life of an adventurer miserable. 


salesmen, Elvis statues, Ninja bakers...well, you 
get the idea, all trapped into what appears to 
be a 70s time warp. 

With every move you experience some 
kind of flashback. There are flower children, 
fairy-tale characters, lava lamps, bell bottoms, 
Godfather impersonators, action figures, mir- 
rored sunglasses, platform shoes, Pac Man 
games and even suits made of asbestos (was- 
n't that stuff outlawed?). 

It's hard to explain what this game is 
about. Similar to a Seinfeld episode, it is about 
nothing. There is no story to follow, history to 
learn or plot that unfolds. The player's middion 
is simply to finish the game by achieving the 
determined goal of the quest through a task- 
based premise. Through this process relation- 
ships evolve, information is gathered and 
encounters can trigger a gamut of reactions 
that affect your quest favorably or unfavorably. 

When you begin the game, you decide on 
one of two characters. You can take on the 


Counter Point 


KOM is high fun, recalling some of the truly great games from Infocom that 1 
played in my youth. The humor throughout the game is decidedly British in nature, along the 
lines of Faulty Towers; some members of the American gaming market may not get all of the 
jokes, but should be able to enjoy the game nonetheless. The two greatest things this game has 
going for it are its replayability and its low technical specs. The first is due to the AI that can 
change the game as you progress through each of the six quests (three for Sidney, three for 
Shah-Ron). The second is the minor amazement caused by seeing a game in this day and age 
of Pentiums and Windows 95 that runs well on a 486/66 with 8MB RAM. The interface has 
been well-planned so that novice and veteran adventurers can get right into the action without 


reading all those pesky manuals that generally accompany games these days. There are some 
aspects to this game which I think detract from its appeal, but they're rather minor. For one 
thing, the script was altered as the game progressed; this is evident from the sound quality. In 
зоте places, you can actually hear the change in pitch and acoustics that signal a different 
recording session being edited in. For another, the game is way too conversation-based, and 
although the puzzles are good, l'd like to have seen more of them. -TED 


blond, action-like heroine with exaggerated 
feminine features. Sydney, a heartier character, 
makes his way through the game using more 
sarcasm, wit (occasionally bouncing in and out 


role of Sydney, a green lizard-like creature 
with a Scottish accent and a dry sense of 
humor, or Shah-Ron (female), a scantily clad, 


of characters like a Robin Williams bit) and 
muscle to complete the adventure, while 
Shah-Ron uses magic, conversation and her 
feminine attributes to get what she wants. 


Electronic 
Puppet Show 


As the evolution of computer games con- 
linues its strong march forward, with it 
comes the improvements of what we 
hear as well as what we see. In the case 
of SCi's Kingdom O' Magic, voice-over 
professionals Lani Minella and John 
Sessions can captivate game audiences. 
Lani does the parts of main character 
Shar-Ron and 
Granny. This long- 
lime expert is 
known for character 
voices ranging from 
à wide variety of 
children's computer 
games and edutain- 
ment titles to work 
on television and 
films. Her voice can 
sometimes be heard 
on TV commercials 
for Married With 
Children and Star 
Trek: Deep Space 
Nine. Doing the 
voice for main char- 
acter Sydney is 
British actor John 
Sessions. “1 got 
involved in the pro- 
ject because Jane Cavanagh (SCi's 
owner) is my next-door neighbor," he 
says. . she said, ‘will you come and do 
the voices for the game and I'll pay you 8 
million pounds,’ and I said, ‘I'd think 
about it,’ and she said, ‘12 million,’ so 1 
said, ‘Fair enough, so there we аге? 
Sessions, who has extensive acting сгед- 
its with BBC Television and radio drama 
as well as feature films, says that it took 
him a little while to get the voice of 
Sydney down to what he and producer 
Fergus McNeill wanted. “1 was doing bits, 
and the boys [at SCi] didn't look too 
happy. It was going a little bit Glaswegian 
and there was also the American factor. 
You can't go and do realistic local 
Scottish accents from lowa or Nebraska. 
So I went for this more Eastern Scottish 
accent as a template to work off, and that 
had to be neutral rather than just being a 
bland mid-Atlantic Disc Jockey kind of 
voice.” In all, Sessions says that he 
believes doing character voices for com- 
puter games is just another discipline in 
his repertoire of film, radio and television. 
Sessions says he would like to see 
scripts and do more computer game 
character voices in the future. 


Lani Minella 


John Sessions 


Check out the audio interview with Minella on NUKE 


at http://www.nuke.com/cgr/chat/chat2.htm. 


Designed in a non-linear format, and 
because KOM's environment constantly 
evolves as you play, it is impossible to play the 
same game twice. There are 105 locations and 
towns such as Flake Town, Minar Tragedy and 
Moronica, and 90 characters you have the 
potential of encountering. Each character has 
its own set of skills on a statistical screen 
which reveals vital information, such as health 
level, spell points, gold and possessions, to 
help you determine its value to you and your 
potential to defeat it. 

Many of the characters in the kingdom 
have artificial intelligence, allowing them to 
move freely and randomly throughout the 
game environment. They will cast spells and 
fight one another without your assistance. It is 
not uncommon to hear the sound of fighting 
off screen at a nearby location. When the bat- 
tle is over, you can benefit from useful objects 
left behind by the dead. Other characters will 
hamper your quest by following you through- 
out the game, taunting and engaging in bat- 
tles with you. In KOM, first impressions count! 
All beings you deal with will remember how 
you treated them previously and will act 
accordingly. 

As you begin your journey, you soon 
notice KOM runs in cycles of day and night 
and thus regulates the availability of certain 
characters and locations. Shops are only open 
during day hours and the Disco is only open 
at night. Items, spells such as "Spell O' Kick in 
the Shins" and weapons like "Sword O' Much 
Greatness" are abundant. Some are openly 
available and others have to be obtained 
through a battle or trade. The more items you 
acquire, the better your chances are for a 
successful quest. Plus, it just makes you feel 
better to collect a lot of stuff. 

Through this journey you will perform 
many strange and unusual tasks in order to 
complete your quest. You may find yourself 
unclogging toilets, entering disco dance con- 
tests and creating your very own gingerbread 
men. There is no rhyme or reason behind all 
this nonsense, just a lot of laughs and fun. The 
scriptwriting trio wanted it that way and it 
shows. With two English writers and one 
American, this is a creative team that works. 
You want to keep playing this game just to 
hear all the dialogue. 

KOM is a user-friendly experience. There 
are no long FMV sequences to interrupt your 
game, providing constant involvement and 
player interaction. The game isn't clogged with 
information, focusing on entertainment that 
makes you laugh. The player interface is also 
easy to handle. The "Ring O' Action" contains 
all the interactive possibilities, allowing you to 
choose how you want to interact with the hot- 
spot item. The Ring has six segments, each 
one representing an action: pick up, fight, talk 
to, look at, use and cast a spell at. 

| only found two disappointments with this 
game: On occasion it was difficult to under- 
stand some of Sydney's quips due to his 
Scottish accent. | was glad | had the text 
prompt on, scrolling at the bottom of the 
screen so | never missed a laugh. And the 
other-l had to stop playing in order to get 
some work done. 

| can't wait for KOM part deaux. KOM is a 
kingdom O' fun and after all isn't that what PC 
gaming is all about? CGR 

- Leslie Beyer 


VISIT KOM'S WEBSITE 


http://www.sci.co.uk 


| Publisher: SCi 


Developer: SCi 


Since starting in 1988, SCi (Sales Curve 
Interactive) has quickly established itself as a 
significant and rapidly expanding provider of 
entertainment software. Its business is that of 
developer and publisher of computer software, 
video games and multimedia products. Over the 
past seven years SCi has successfully estab- 
lished a sales, marketing and distribution net- 
work for its floppy disk, Sega and CD-ROM 
products throughout the world. Its U.S. sub- 
sidiary was opened in August 1993 to co-ordi- 
nate SCi's local sales, market- 
ing and distribution activi- 
ties. This subsidiary will 
be expanded in the 
future to include an 
in-house development 
resource. 
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“If you're looking for a 
twist of lime in your dry 
adventure game and 
tonic, Kingdom O' Magic 
is an absolute must-have.” 


Phone: (310)577-1518 FAX (310)577-1517 
Requirements: 486/33+, 8MB RAM, 256 color VGA, 
Windows 3.1+, 2x CD-ROM 

Recommended: Same as above 

Controller: Mouse Players: 1 

Price: $49.99 
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STARRING MICHAEL DORN 


MISSION 


Salvage d Ç rld Explore a Full-motion .video, 
crippled ‘starship, encounter and survive vast alien civilization, aligr'a wormhole,. seamless, smooth-scrolling 3D, and 
dramatic battles in deep space. and decide the fate of mankind. layered sound effects with music. 


Get your copy of Mission Critical at these fine retailers: 


Babbages Best Buy Computer City CompUSA Egghead Electronics Boutique Fry's Electronics Media Play Software Etc. 


“OUTSTANDING AND SUSPENSEFULI... 
` ‘BEAUTIFUL VISUALS AND 
ык СОИ THOUGHT-PROVOKING PLOT." 
— — ——ẽ— | - PC GAMER, 1996 


T `` A MUST-HAVE FOR _ 
: STAR TREK FANS!” 


— STRATEGY PLUS, 1996 


b | : "ENGROSSING." 
зээг) „ . - USATODAY, 1996 
چ‎ 2 YOU MISS THIS GAME, 


YOU WILL MISS ONE OF THE BEST 
ADVENTURES OF THIS DECADE.” 


| | + : à = COMPUTER GAME REVIEW, 1996 


ET ULTIMATE GAME 
Of SURVIVAL 
| "LEGEND" 


,ENTERTAINMENT COMPANY 


Distributed by Ron ndomSoft ` 
A f Random se, Inc. 


Strategy Guide Available from Prima Books. 3 CD-ROMs 
Also play Shannara from Legend Runs under MS-DOS” 


or Windows®95 


© 1996 Legend Entertainment Company. All rights reserved. Mission Critical is a trademark of Legend Entertainment Compan 
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Spycraft: The Great Game 


eveloped in cooperation between 
ex-ClA director, William Colby and 
former Major General of the KGB, 
Oleg Kalughin, Spycraft: The Great 
Game contains many exciting elements 
which combine to form the first-ever 
digitized FMV spy adventure. 
The premise is as complex and interest- 
ing as the current political situation in the 
world today. You are a special agent in the 


MIX AND MATCH 


IMAGE 


service of The Company. A rookie spy, 
codename: Thorn. Your task is to uncover 
an assassination plot against the president 
of the United States. The assassin has 
already struck once in Russia and he is 
considered a high priority threat by the 
intelligence community. The president is 
visiting Moscow in a few days time and it's 
your job to uncover the mystery, find the 
threat and neutralize it before he arrives. 


Among the tools at your disposal to 
accomplish this are the complete resources 
of the intelligence community including the 
DEA, FBI, NSA and ATF. | found all of the 
tools easy to use, and mostly intuitive. The 
interface is quite simple to become familiar 
with. You have access to more and more 
information as the game progresses, and 
you will need every piece of available evi- 
dence to help you track down the enemy. 
At your command are tools such 
as a Ballistics Identification Data- 
base that allows you to identify 
which type of weapon was used 
in a crime scene where no slugs 
have been found. The Kennedy 
Assassination Tool will aid players 
in identifying and re-tracing bullet 
trajectories to enable the player to 
pinpoint where a shot was fired 
from. Since everyone in the game 
is a possible suspect, even CIA 
employees, a sound analysis tool 
makes voice and sound identifica- 
tion a breeze. When you run into 
a possible suspect whose identity 
you need to verify, you can utilize 
a complex composite image 


@ Among the many toys at your disposal, this neat little com- analysis tool to input the physical 
puterized facial recognition program will do wonders for your facial features of the perpetrator 
ability to tell the bad guys apart. 


into the computer for a positive 
D. These puzzles—if you will, are 
quite intelligent and very well-researched. 
The different fact- finding missions are 
quite well done in the aspects of originality, 
ingenuity and increasing levels of difficulty. 
Players must travel to several different 


9 Langley, Virg., is where you keep your 
office. A good deal of your footwork will 
be done from the CIA headquarters. 


areas of the world to track down clues and 
try to piece together the assassination plot 
and stop it. Moscow, Hungary, Langley and 
parts of the Ukraine are just a few of the 
sites that need to be explored. This section 
of the game is extremely well done, the 
graphics are sharp and the authenticity of 
the photographs is excellent. The few aerial 
views of Moscow that could not be 
obtained 

Along the way, just to make things inter- 
esting, Thorn's ally agents start to get 
themselves killed. The longer you take to 
find the killer, the more people are put in 
harm's way. The killer is ruthless, a profes- 
sional, and as you will find out along the 
way is up to something much more danger- 
ous and sinister than a simple presidential 
assassination. 

The game features a cast of Hollywood 
actors and an impressive array of digital 
video along with some picturesque photog- 
raphy of different sites of investigation that 
players will have to explore. 

The missions will challenge the intellect 
and test the stamina of those who take on 
the challenge that Spycraft offers. 

- Scott Gehrs 
CGR 


ACTIVISION'S HOME PAGE 


http:/www.activision.com 


CGR Rating 92 Originality ® Playability O Visuals @ Audio Q Manual ® 


Publisher: Activision Phone: (310) 473-9200 Developer: Activision Requirements: 486/66, 8 MB RAM 2xCD 
ROM, SVGA, DOS 6.0 or Win 95 Recommended: Same Controller: Mouse or Keyboard Players: One Price: $49.99 


Whiplash 


nd you thought driving on the 

Autobahn was dangerous... Get 

ready to send yourself speeding 

through neck-breaking loops and 
turns while competing against the world's 
best race car drivers and their state-of-the- 
art racing machines. Whiplash is the latest 
arcade racing game designed by Gremlin 
Interactive for the PC, featuring 16 multisur- 
face tracks littered with giant loops, multi- 
ple corkscrews, cross-traffic jumps, blind 
drawbridges and a variety of other obsta- 
cles. You can take the wheel of one of eight 
high-performance prototype race cars, each 
varying in handling characteristics, acceler- 
ation and top speed. Race against the com- 
puter or take on another friend over a 
modem or serial connection. Up to 16 play- 
ers can compete over an IPX network, mak- 
ing Whiplash the world's only 16-player 
racing game for the PC. 
So how does Whiplash compare with 

other arcade driving games of this genre? 


TIME 80 36 77 
BEST 
INE RON T, OO, 


911 you want to make this loop, you'll 
have to go at it at top speed. Just keep the 
pedal to the metal! 


Whereas Need for Speed and Screamer fol- 
low the relatively conservative arcade dri- 
ving genre, Whiplash breaks a few rules 
(specifically those involving the laws of 
physics) by utilizing loops, jumps and 


corkscrews, making it more of a stunt-car 
arcade racing game than anything else. | 
found it a bit difficult to control my car at 
times, especially since you can only control 
the car while all four wheels are on the 
pavement, and my car seemed to spend 
most of its time airborne from the abun- 
dance of jumps. The SVGA graphics were 
extremely detailed, but you'll need a power- 
ful Pentium with at least 16MB of RAM to 
get decent animation performance. Luckily 
enough, those with low-horsepower 486's 
will still be able to play in VGA mode taking 
a hit in graphic detail, but game play is still 
just as much fun. And taking its 16 player 
network capabilities into account, Whiplash 
offers another dimension of game play for 
those with network access. CGR 

- Frank Snyder 
TO DOWNLOAD DEMO 


http://www.interplay.com/website/ 
sales/whiplash.html 


CGR Rating 85 Originality O Playability & Visuals & Audio Q Manual @ 


Publisher: Interplay Phone: (714) 553-6655 Developer: Gremlin Interactive Requirements: IBM PC or 
Compatible, 486DX/66MHz or better, DOS 5.0+, ВМВ RAM, 2xCD-ROM drive, VGA or SVGA Video 
Card, Sound Card Controller: Joystick or Keyboard Players: 1-16 Price: $49.99 


Prepare For The Ultimate Body-Check Of The Future 


HyperBlade. The ultimate sport. Fueled by the blistering intensity of sports from the past: 
hockey. lacrosse and speed-skating = to deliver the mega-sport of the 2000's. Battling 
ruthless players and vicious teams in a world where brutality leads to victory. 


The Drome Opens Summer 06. 
Available on MS-DOS” /Windows' 05 CD-ROM. 


Face-off into the future at http://www. activision. сот. фо} АС] IVISION 
; 1 CES А. 2 ® 
Developed by WizBang! in collaboration with Activision. 
ACTIVISION IS A REGISTERED TRADEMARK AND HYPERBLADE IS A TRADEMARK OF ACTIVISION, INC. © 1996 ACTIVISION, INC. WIZBANG! IS A REGISTERED TRADEMARK OF WIZBANG! SOFTWARE PRODUCTIONS, INC 
MS-DOS AND WINDOWS ARE REGISTERED TRADEMARKS OF MICROSOFT CORPORATION. ALL RIGHTS RESERVED. 


ockroaches. They're one of 
nature's most despicable cre- 
ations that have never been suc- 
cessful in winning the hearts of 
their human counterparts. But what if 
humans could somehow experience life 
from a cockroach's perspective? Would 
they still reach for a can of pesticide the 
next time they encounter one scurrying 
across the kitchen floor? Or perhaps they 
might acquire a newfound appreciation for 
these disease-spreading insects, look the 
other way and let the little arthropod go 
about his business. Probably not. But if 
they've ever played Bad Mojo, they might 
think twice before squashing. 

Pulse Entertainment and Drew Pictures 
have collaborated to produce Bad Mojo, a 
bizarre adventure game in which you will 
assume the role of a man who has been 
mysteriously transformed into a cockroach 
by a magical locket. Left to unravel the 
mystery which has brought you to this 
lowly state, you must explore the dilapidat- 
ed environment and interact with other 
varmints that will either help you or eat 


Rats, even when incapacitated, can prove to be 
hazardous to a cockroach's health. 


This spider has his eyes fixed on you for dinner. 
Why not see if he'd like a cigarette before dining? 


you. As a cockroach, your only way of 
interacting with your surroundings is by 
physical contact, literally pushing whatever 
is within your path. Around every corner, a 
new danger awaits, and you'll have to rely 
on your puzzle-solving skills in order to 
survive. 

As an adventure game, Bad Mojo pro- 
vides enough brain-teasing puzzles that 
will have you scratching your head, won- 
dering just how in the hell you're going to 


Roger Samms will never be quite the 
same after he finds the mysterious magi- 
cal locket. 


solve them. And since you can't maintain 
an inventory, you'll need to identify how 
certain objects relate to each other, memo- 
rize their locations, then physically push 
them into position in order to solve the 
puzzle at hand. Experienced adventure 
game players might feel a little awkward at 
first with this handicapped interface, but it 
should only take a matter of time before 
you find yourself thinking like a cockroach. 
For additional help, you will also be given 
abstract clues and guidance along the way 
via psychic connections with other crea- 
tures which will help you in your quest. 

Bad Mojo's graphics can be a little too 
realistic at times, thanks to its meticulous 
attention to detail and disturbing subject 
matter. In one scene, you'll come across a 
bloody rat caught in a mouse trap, and it 
will actually eat you should you get too 
close to its mouth. | was most impressed 
by how the cockroach would graphically 
interact three-dimensionally in a two- 
dimensional environment, and how his 
body would realistically conform to what- 
ever object he'd traverse across. The 


LE 


Enjoy your stay at the luxurious 
Cockroach Corrall. 


Screen transitions were somewhat disori- 
entating at times, especially when I'd walk 
off to the bottom of the screen, expecting 
to arrive at the top of the next screen, but 
instead | found myself somewhere else. 
Granted, this phenomenon contributes to 
the overall challenge of the game, but in 
my case, | would've appreciated naviga- 
tional consistency, or even Parallax 
scrolling for that matter. 

On the technical side of things, the 
screen transitions were a little lengthy on a 
486/66 with a quad-speed CD-ROM drive, 
and if you're an impatient person like 
myself, you'll become easily annoyed by 
this. It also took me a while to become 
acclimated at navigating my cockroach 
with the keyboard-only control scheme. 
But in the end, Bad Mojo makes up for 
most of its quirks with an original concept 
and story line that will keep you engrossed 
(if not grossed-out) for many hours of 
entertaining gameplay. A definite must for 
those who can't stand the mere sight of a 
cockroach. CGR 

- Frank Snyder 


TO DOWNLOAD DEMO 
http://www.badmojo.com/bmintro1.html 


CGR Rating 84 Originality © Playability 6 Visuals & Audio © Manual @ 


Publisher: Acclaim Phone: 310-264-5577 Developer: Pulse Entertainment Requirements: |BM PC or Compatible, 
Windows 3.1+ or Windows 95, 486/66MHz or better, 8MB RAM, 2xCD-ROM drive, SVGA Video Card, DOS 6.0 or 
Win 95 Controller: Keyboard or Mouse Players: One Price: $54.99 


A CRASH COU FFENSIWE DRIVING... 


When OMNICORP moved in and turned Hemo City into a prison, — turned into а bunch of FREAKS! Next thing you know you're 
life on the streets turned BRUTAL. Then they started pumpin’ hooked Up with rebels and end up toastin’ the Hydergine 
. Aydergine 344 into the water supply. Plant and half the city... 
-The bacteria present in the water was so bad that it mutated Мош you've got the codes to get outta this stinkin’ hole . . . 
 fheHudergine 344 into a deadly virus. The people of Hemo and it’s only the beginning! 
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Interested? Visit your local retailer or call 1.800.GAMETEH. 
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Set up your galactic transport 
empire and be the first in your 
neighborhood to drive the 
other guys out of business. 

Deal in raw and manufactured 
goods, as well as five different types of 
exotics. Manipulate the political climate, 
playing enemies off one another. Sow the 
seeds of discontent by running covert oper- 
ations in your opponents' backyards. Outfit 
your ships with superior firepower and 
defense systems, and take care of those 
pesky pirates once and for all. Space Bucks 


As soon as you've got a second starport, you 
can start making money. 


gives you all of these things, more or less. 
Space Bucks is a good example of oversim- 
plifying the wrong things. While its eco- 
nomic model seems solid at first glance, 
getting down to the meat of it shows that a 
lot of corners got cut in order to cater to a 


Space Bucks 


lower common denominator (but, thank 
God, not the lowest common denominator). 
Its pricing scheme borders on the absurd; 
rather than setting price percentages for 
each item, which would make the game 
more competitive, you set your price per- 
centage across the entire range of goods 
that you handle. Huh? | must have been 
asleep the day they covered that in Econ 
101. Nevertheless, Space Bucks is fun to 
play. Although a winning strategy takes 
some time and forethought to develop, just 
keep hacking away and you'll find one. The 
manual is quite a bit less than helpful in 
this area, as the developers probably played 
the game to death before sitting down and 
actually writing it. Consequently, you get 
statements that appear to make no sense 
until you're totally immersed in the game. 
The tutorial is amazingly useless; | recom- 
mend avoiding it, since it will only teach 
you losing strategies. Instead, the best way 
to learn what's going on is to simply load 
up the game and start futzing around with 
things until you've learned what you're sup- 
posed to do. 

As far as the technical details of the 
game are concerned, they're pretty stan- 
dard fare. The graphics are nice, but 
nothing to write home to mother about. The 
same can be said for the sound. An occa- 
sional full-motion video clip will pop up to 


9 Obtaining landing rights means having 
to appease the locals. 


tell you about some new development or 
other; these get wearisome after a very 
short period, and the quality is pretty poor, 
to boot. Since the game is based in real 
time, it was thoughtful of Impressions to 
put in the easily accessible and easily 
remembered [P]-key shortcut to pause the 
game. As you can build ships, facilities, 
trade routes, etc., while the game is paused, 
| recommend you get familiar with the 
pause function rather quickly; this will save 
you the terminal frustration and embarrass- 
ment of constantly losing to even the 
"beginner" AI level. And speaking of the AI, 
there's not a world of difference between 
the easiest and the hardest, so don't go 
expecting to get raked over the coals on 
the hardest level, but don't expect to con- 
stantly win on the easiest. CGR 


- Ted Chapman 
TO DOWNLOAD DEMO 


http://www.sierra.com/games/spacebucks/ 


CGR Rating 87 Originality O Playability ® visuals 9 Audio ® Manual © 


Publisher: Sierra Online Phone: (206) 649-9800 Developer: Impressions Requirements: 486DX-33, 
8MB Ram 2xCDD, SVGA, Win 3.1 Controller: Mouse Players: One Price: $49.99 


Silent Thunder: A-10 Tank Killer? II 


ierra On-Line has taken its 
highly successful A-10 Tank 
Killer, supercharged the 
graphics, added more destruc- 
tive weapons and three different 
real-world scenarios, including 24 action- 
packed missions to create Silent Thunder: 
A-10 Tank Killer® Il, the latest combat- 
flight simulator designed exclusively for 
Windows 95. Utilizing the exclusive 
Dynamix terrain and 3Space™ technology, 
Silent Thunder: A-10 Tank Killer delivers the 
intense realism of air-to-ground combat, all 
in richly detailed SVGA graphics. Hug the 
ground above tree-top levels at sub-sonic 
speeds as you close in on your target and 
make the kill with the awesome firepower 
of the A-10 Warthog. You can fully cus- 
tomize your weapons payload according to 
the type of mission and intelligence reports. 
Choose from 14 deadly weapons including 
Maverick air-to-ground missiles, anti-per- 
sonnel and cluster bombs, napalm, rocket 
pods and sidewinder air-to-air missiles. 
And don't forget of course, you'll have the 
awesome firepower of the GAU-8A 
Avenger cannon at your disposal for some 
serious tank busting. Silent Thunder: A-10 
Tank Killer features a quick-combat mode 
for instant action and a campaign mode 
that allows you to progress through contin- 
uous missions set in either the Persian Gulf, 


аин арамнан 


9 Your A-10 will be camouflaged accord- 
ing to the environmental context of the 
mission. 


Columbia or Korea. Unlimited camera view- 
points allow you to watch your A-10 from 
afar as it wreaks havoc and destruction 
amongst the opposition. Like its predeces- 
sor, Silent Thunder: A-10 Tank Killer plays 
more like an arcade, air-combat game than 
a dedicated flight simulator. By this | mean 
that the game does most of the flying for 
you so that you may concentrate more on 
the combat than having to worry about 


keeping your A-10 in the air. The graphics 
are impressive to say the least, and as a 
native Windows 95 game, the animation is 
equally as impressive on a Pentium 90 with 
16MB RAM. My major gripe has to do with 
something that existed even in the original 
A-10 Tank Killer; having to constantly 
Switch between the cockpit and the Map 
Screen in order to monitor my targets. Why 
couldn't Sierra incorporate the Map Screen 
into the cockpit layout so that this proce- 
dure would be eliminated altogether? Sierra 
could've also done away with the mission 
map boundaries that prevent you from fly- 
ing astray into other regions of the world. 
This is after all, a flight "simulation," as 
Sierra puts it. These little quirks give the 
game an "arcade-ish" feel, which is not 
entirely a bad thing, but experienced flight- 
sim pilots might balk at its childish appeal. 
My advice is that if you played the original 
A-10 Tank Killer and liked it, you'll definitely 
find this game entertaining. CGR 

- Frank Snyder 


TO DOWNLOAD DEMO 


http://www.sierra.com/games/sttank/ 
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op Gun from Spectrum Holobyte 
joins a realistic flight engine 
together with FMV re-creations of 
the original film of the same name. 
As a flight simulator, the game is realistic 
and the controls are responsive and fairly 
straightforward. The missions range from a 
series of increasingly difficult encounters 
with the instructors at Top Gun to real-time 
engagements in the skies over such areas 
as Libya, Korea and the Persian Gulf. 
Missions at the Miramar training base are 
usually dogfighting with multiple bogies 
comprised of A-4s and F-5s simulating 
MiGs. 


@At Miramar, you'll learn who's the real Top Gun 
when you have to fly against James Tolkan, 
callsign: HONDO. 


As far as the realism of the simulation 
goes, most of the elements are in rather 
close accordance with the real Top Gun 
training center at Miramar. What's wrong 
with the simulation however, is a number of 
things that are inherent in the basic design 
of the game. First of all, the video clips 
smack so strongly of the original movie that 
any flight-sim fan who did not really love 
the movie will undoubtedly be frustrated at 
the total over-saturation of the video. While 


Top Gun: Fire At Will! 


most of the clips can be 
passed through with the click 
of a button, the average hard- 
core gamer will most likely 
find the repetition of 
sequences not only unnerving, 
but annoying as well. The 
biggest problem that | had 
with the game in general is 
that while you are in the 
cockpit, you are continually 
bombarded by radio chatter 
and unnecessary instructions 
that cannot be clicked through. Any player, 
for whom Top Gun is their first flight sim, 
will probably find the on-the-fly instructions 
informative, easy to follow and helpful until 
they get the hang of the controls. However, 
for the experienced flight-sim enthusiast, 
the continual barrage of instructions and 
"humorous" banter will definitely irritate. In 
a nutshell, Top Gun has some great atmos- 
phere as far as its entertainment value, but 
for the majority of hardcore gamers, the 
inability to turn off the chatter will definitely 
annoy. 

One of the nice elements of the game is 
that upon loading the sim, you can immedi- 
ately click past all of the intro film footage 
and dive right into fast action in a number 
of different scenarios that range from being 
somewhat of a challenge all the way 
through to outright insanity. While most of 
the missions in the Top Gun regiment 
become gradually more complex and 
demanding, the majority of the early mis- 
sions are so simple that expert gamers will 


AWACS Data Feed ic Damaged 


@ This picture-in-a-picture view is a frequent and quite 
necessary tool that adds to the information available for 
the player in the heat of battle. 


find the need to jump into the instant action 
and may be too impatient to run through 
the missions that eventually lead to gradua- 
tion from Top Gun, and then on to an 
assignment. 

Aside from the FMV sequences, the 
graphics failed to impress this reviewer in 
any great way. Although the cockpit is 
detailed and the enemy aircraft explosion 
graphics were done well, the ground and 
sea graphics were choppy and at times 
even chunky. Keep in mind that the game 
was played on a Pentium 133 with an 
8x CD-ROM, so anything that is on the mar- 
ket today is being given the best shot at 
performing to its fullest. 

Overall, Top Gun can be a letdown in the 
aforementioned aspects. More importantly, 
for the expected retail price of $44.99, it is a 
hard call to tell whether or not it will be 
worth the money. CGR 

- Scott Gehrs 


TO DOWNLOAD DEMO 
http://trek.microprose.com/topgun/ 
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Havoc 


t least the title of this game corre- 
sponds with the experience of 
playing it. Havoc is the latest 3-D 
action-arcade game from Reality 

Bytes that is geared specifically for 

Windows$95 utilizing its Directx technology. 

The basic premise of the game consists of 

conquering multiple territories while destroy- 

ing every vehicle and obstacle that gets in 
your way. Similar to Terminal Velocity in this 
respect, but with the exception that you're 
not airborne, you basically just drive around 
and shoot at different things, blow them up 
and move on to the next level. A popular 
concept, yes, but the delivery is most disap- 
pointing. There are only three territories to 
conquer, so environmental diversity is limited 
to three different landscapes; desert, tundra 
and wasteland. There are a decent number of 
enemy vehicles to contend with, but for some 
reason or other, it really doesn't contribute to 
the overall enjoyment of gameplay. In fact, 

Havoc just isn't that enjoyable to play at all. 

It's almost irritating at times. Navigating my 

vehicle, whether it was a HyperTank, 


9 You'll be forced to fight a wide array 
of deadly vehicles in a variety of 
environments. 


BattleCycle or HoverCraft took immense skill 
to control, mainly due to the fact that the 
controls responded poorly and my vehicle 
would seem to drift rather than drive toward 
my intended path of travel. The 3-D polygo- 
nal graphics, although well detailed, are visu- 
ally unappealing, and the animation perfor- 


mance is less than acceptable. Even on a 
486/66 with 32MB of RAM, my vehicle would 
move in little increments rather than in one 
smooth motion. To avoid this phenomenon on 
a lower-end machine, you have to turn down 
the detail to the point where everything you 
see looks like solid-colored blocks which 
makes the game even more visually unap- 
pealing. This, combined with its static "fog" 
which would impede your vision to a range of 
about 50 meters, makes it hard to fathom 
why anyone would want to play this game at 
all. And if all of this doesn't turn you off, lis- 
tening to the space-age background music 
will. | actually had to turn it off in order to 
play this game long enough to review it. | 
wouldn't expect its network capabilities to 
save it from consumer rejection either, espe- 
cially since the whole control interface, and 
the game itself, leaves something to be 
desired. Consumer beware! CGR 

-Frank Snyder 


REALITY BYTES HOME PAGE 
http://www.realbytes.com 
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Fantasy General 


Fantasy General by SSI is a hybrid 
between Allied General, from 
which FG takes the majority of 
its gameplay and interface control 
scheme, and a wild array of fantasy 
troops. 

It all takes place in the make-believe world 
of Aer. A mystical setting in which the vast 
armies of good and evil have been fighting 
for eons in search of world domination. Then 
came the Awakening, driving hunger and 
famine into the shadows and bringing peace 
and harmony into the lives of many on Aer. 
The Awakening also brought huge techno- 
logical advances in weaponry and warfare 
that, in combination with the already power- 
ful magic of the realm, gave birth to a new 
threat of terror and bloodshed. 

The game features a multitude of different 
troop types, from Sky Hunters and Aerial 
Bombadiers to Orc Infantry and Spellcasters. 
Each new unit has its own unique attack and 
defense strengths as well as certain move- 
ment allotments and terrain restrictions that 
make each game unique, and every scenario 


quite replayable. 

The excellent strategy engine 
that was at the heart of Allied 
General's tactical genius, has 
been successfully integrated 
into Fantasy General, making 
the combination of fantasy and 
strategy truly pay off in spades. 
The single element that did not 
translate, however, is the AI 
adjustability. While Allied 
General's Al can be adjusted to 
suit the player's desire for greater 
or lessor challenges, Fantasy 
General's Al cannot be so adjusted. FG 
makes up for this deficiency, however, by 
way of making the troops under the players 
command subject to the mercenary whims of 
monetary gain. Troops in Fantasy General do 
not fight for king and country, rather for 
penny and pound. If a player does not meet 
the needs of his troops adequately they will 
not fight effectively and vice-versa. It is an 
interesting twist on the traditional element of 
control that strategy gamers may be accus- 
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Publisher: Mindscape Phone: (408) 737-6800 Developer: SSI Requirements: 386/40, DOS 5.0+, 8MB, SVGA,, 


2X CD-ROM Controller: Mouse Players: One Price: $54.99 


© From the Main Menu, players can choose which type 
of leader they wish to be—warrior, wizard or simple 
hero. 


tomed to. | personally found it a refreshing 
departure from the normal progression of 
telling the troops to take the hill to the East, 
then sitting back and watching them pile 
themselves up in a bloody heap because 
there have been no modifications to the Al 
to account for the wonderful instinct of self- 
preservation. 

On the broad scope, the graphics are quite 
well done and the units are nicely varied in 
their design. The game features many differ- 
ent campaigns and the ability to play via 
e-mail as well, a feature that will undoubted- 
ly give Fantasy General a lot of 
replayability. CGR 

—Scott Gehrs 


Renegade: Return to Jacob’s Star 
is the second in the series of 
space-combat simulators from SSI 
based on the popular board game 
Renegade Legion: Interceptor™ by FASA. 
Staged in a universe where incessant warfare 
is commonplace and the territorial ownership 
for the planetary systems is at stake, 
Renegade: Return to Jacob's Star puts you 
smack-dab in the middle of the action. You 


Whether you're in actual combat or just polish- 
ing your dogfighting skills with the Holo-Space 
simulator, you'll be faced with realistic combat sit- 
uations that will keep the adrenaline flowing. 


will assume the identity of a member in the 
Renegade Legion who has earned many pro- 
motions and medals, but who has yet to 
prove any leadership skills. Assigned to the 
backwater supply system known as Jacob's 
Star, your character stumbles across an inva- 
sion force from the Terran Overlord 


Government (TOG) and immediately thwarts 
their attack. Left with the responsibility of 
hunting down the remaining crippled enemy 
warship Bane Warder, and securing the 
Jacob's Star system from additional enemy 
incursions, your character must use any and 
all means at their disposal to eliminate the 
opposition. Renegade: Return to Jacob's Star 
features 60 new missions and two new 
Renegade ships, SVGA graphics, digitized 
voices, music and sound effects. There's even 
modem / serial capabilities which support 
DSVD (Digital Simultaneous Voice and Data) 
technology for increased head-to-head com- 
bat realism. And like the infamous Wing 
Commander games, you can also select your 
own wingmen and ships for each mission. As 
a space-combat simulator, Renegade: The 
Return to Jacob's Star holds its own, and the 
introduction of the head-to-head combat fea- 
ture via modem/serial connection adds a new 
dimension to gameplay. The Holo-Space sim- 
ulator is essentially the same thing as playing 
the actual combat missions, with the excep- 
tion that you don't have any mission objec- 
tives to worry about other than blowing-up 
anything that appears on your radar display 
(ideal for those immediate combat cravings). 
| was somewhat annoyed with the Command 
Console interface and that | was forced to 
wait for a mission to be assigned to me by 
the Main Computer Al before | could play, 
which took about five minutes in the beta 


Renegade: Return to Jacob's Star 


Each ship has its own cockpit layout and 
unique handling characteristics. You can 
also view the action through multiple inter- 
nal and external camera views. 


version (SSI promised to remedy this problem 
for the final version). Tracking the various 
enemy vessels with the Spatial Positioning 
System radar is relatively simple, but I've seen 
better radar systems in other space-combat 
simulators (X-Wing and Wing Commander to 
name a few...). | found the combat engine 
and enemy Al to be pretty solid, and the 
graphics and explosion effects were on par 
with the current standards. Ergo sum, if you 
can't get enough of space combat or if you're 
familiar with the Renegade fantasy universe, 
you'll probably get your money's worth of 
quality entertainment. CGR 

- Frank Snyder 
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“Of the dozens of computer golf games we've played, the ‘Greg Norman 
Ultimate Challenge’ Golf CD is by far the most realistic.” 
—GOLF MAGAZINE, March ‘96 
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reg Norman Ultimate Challenge? Golf uses your own 
Goi profiles and course management strategies to create 
the most realistic golf game ever. Improved graphics, sounds, and 
animation now make Greg Norman Ultimate Challenge Golf even 
better. There is even a new BONUS Fantasy Course with 18 
additional holes of the most challenging golf imaginable. To Golf 
Real, See your local retailer or call 1-800-336-3686 
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"Golf Real" by selecting 
your own playing strengths 
at the start of the game, ог... 


use the Swing Meter for 
| traditional “arcade” style 
ol play. 
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Live 96 


he long-awaited sequel is finally 
here! (At least l've been waiting 
for it). After | saw the improve- 
ments made in EA Sports' NHL 96, 
my mouth began to water at the 
thought of what NBA Live 96 might be like. 

When | played that first game of the Bulls 
versus the Knicks (1 as the Bulls, of course), 
my initial reaction was confusion. ! didn't 
really know if | liked what | saw. The player 
animations and appearance are very similar 
to 95, as is the crowd noise, announcer and 
music. 

Still, no problem there. It was really game- 
play and AI | was most concerned with. 
Jackpot! No more sticky rims where the ball 
used to vibrate on top of them as if they were 
inches in width; and no more stupid comput- 
er opponents that can't figure out what to do 
against a player standing three feet in front of 
them. Computer players act MUCH more 
intelligently now, both for and against you. 
Another gameplay improvement is the 
opaque free-throw meter in the shape of a 
cross with a fanatic crowd waving their arms 
behind it. 

You'll also have to check out the nifty new 
playbook in the design of a clipboard. Not 
only are there more plays on it, but the play 
diagram moves to show how the play sets up. 
The balance between difficulty levels has 
also been somewhat mended. | still find the 
All-Star level a bit too unrealistic; you can't 
et a shot to drop no matter how close a 
ayer is to the basket and shot blocks come 
way too easily. | don't know how many times 
had dunks and lay-ups swiped clean away 
from me. For my money, the Starter level is 
ideal. Although the scores can run high, it is 
much closer to the real thing. 


ооо 


camera angles and styles to choose from. 
But also like its hockey counterpart, some of 
the choices are barely choices at all. 

Overall, | find NBA Live 96, though prettier, 
to be more visually confusing on the court 
than 95. After awhile, you do begin to get 
used to it, but when things get packed down 


Like in NHL 96, NBA Live 96 has a number 
of different camera angles to play with or 
just sit back and watch the action. 


low, it's hard to tell what's going on. 

There can be no doubt that this is as great 
a game as last year's version. But | hate to 
say it since I've already been let down once 
this year with FPS Football '96. NBA Live 96 
is a bit of a disappointment with emphasis 
on "a bit" Sometimes we can only blame 
ourselves for building up our expectations, 
but that's what makes computer gamers so 
demanding. The improvements over 95 are 
there, and for now, NBA Live 96 gets to keep 
the crown for the best in electronic round- 
ball. But until | see what's in store for '97, | 
will continue to demand better. CGR 

-Tasos Kaiafas 

TO DOWNLOAD DEMO 


http://www.ea.com/easports.html 
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Publisher: EA Phone: (800) 245-4525 Developer: EA Sports Requirements: 486DX/66, DOS 5.0+, ВМВ RAM, 
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Fast Attack 


hen you port a real-life occupation 

to the computer game market, 

you have a tendency to gloss 

things over. Sierra touts the fact 

that they consulted a former commander of 
a Los Angeles class 688-1 submarine for 
their new game, Fast Attack. If he saw even 
a tenth of the action in the game, I'd be sur- 
prised. You're a VERY busy sub commander 
in this game. 

Fast Attack is a simulator for the Los 
Angeles class 688-1 (or Improved Los 
Angeles class) submarine, one of the most 
advanced naval vessels employed in any of 
the world's navies. It carries an enlisted crew 
of 128 and an officer complement of 15, and 
it is powered by a nuclear reactor driving 
steam turbine engines. Ordnance includes 
Mark 48 torpedoes and Harpoon and 
Tomahawk missiles that are launched via tor- 
pedo tube. You are requested by your 
employer, the US Мауу, to carry out a num- 
ber of missions that range from seek-and- 
destroy to peacekeeping duty. If you manage 
to succeed, you get medals. Fail, and you get 
court-martialed. In addition to running all the 
training missions, and there are a lot of 
them, you can also run battle sets for differ- 


ent areas of the world, or a full career that 
will take you from Lieutenant Commander all 
the way to Admiral. Or you may not be so 
lucky. You may get hauled before Congress 
to explain your latest series of misadventures 
in the Persian Gulf. "Why, exactly," they may 
ask you, "did you sink a civilian passenger 
ferry in the Gulf of Aden? What were you 
thinking?" Be prepared to answer for your 
actions, because if you pick the wrong firing 
solution, you can bet that the only bars you'll 
see will be inside Leavenworth instead of 
decorating your uniform. 

For the most part, this simulation is dead- 
on. The graphics are good, if somewhat stat- 
ic, for the actual gameplay screens; the 
cutscenes are beautifully rendered, though. 
The various aspects of running missions are 
highly detailed, and sub sim fans will garner 
a great deal of enjoyment out of Fast Attack. 
There are some things in here that | would 
have left out; in-mission music, for example. 
This is not nearly the problem that was given 


o Sending a merchant ship down to Davy 
Jones' locker is almost too easy. 


to the player of Aces of the Deep, where the 
music was a constant annoyance; it only 
pops up when you have a weapons launch. I 
simply turned it off. Running sub operations 
will appeal to cat-and-mousers, but not to 
people who are looking for another DOOM 
clone. | really enjoyed this game, but then 
again, sub warfare sims tickle my fancy. CGR 
- Ted Chapman 


TO DOWNLOAD DEMO 
Web: http://www.sierra.com/games/fattack 
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he story line behind | 
Motion's latest adventure 
game, Knight's Chase is 
nothing new—boy's girlfriend 
(aptly named Juliette) is kid- 
napped by evil knights from 14th 
century France and boy has to travel 
back to medieval times to rescue her 
and return her to the present day. 
Yawn. However, aside from the stale 
storyline, the game's playability and 
interaction are excellent. There is 
never a dull moment. With every 
move, there is something to be found, 
used and encountered. With nary a 
movie sequence, the player is con- 
stantly involved and faced with a nice 
variety of problem solving, mazes and 
fighting. 

Knight's Chase can be adjusted to suit 
any player's ability, challenging even the 
most experienced adventurer. There is no 
scoring system and the game is won by 
following a strictly defined path of puzzle 


Knight's Chase 


solving. The only real problem with 
this game is the player interface. This 
is a game that must be saved often 
and the save game feature only 
allows eight saved games and they 
are stored as pictures only. It is up to 
the player to remember what saved 
information goes with what picture. It 
is also a real hassle to keep changing 
Screens to use and find items in the 
inventory and to use any character 
commands, such as take, push and 
fight. It becomes a huge annoyance. 
If you liked "Alone in the Dark," 
this is a game for you. The first in a 


Explore the inner depths of this enchanted castle in  three-part series called "Time Gate," 
search of your lost loved one. But watch out! Danger Knight's Chase will be distributed 
lurks within every nook and cranny. 


through Broderbund. CGR 
- Leslie Byers 
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Terra Nova: 


can’t decide whether | love or 
hate this game. It’s got a great 
concept and decent execution, 
but the lack of a keyboard reas- 
signment option is greatly annoy- 
ing. The default keyboard setup has you 
using the square of keys bounded by the 
[О], [В], [V] and (21 keys, and you can't 
change this. | would prefer to use the key- 
pad, but the designers apparently didn't 
take into account that different people 
might have different preferences, so now 
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Your dropship will come to retrieve you 
at the end of your mission. 


I'm stuck remapping keys before | start the 
game. Grrr... 

Our story thus far: the time is far in the 
future. Mankind has spread to the stars, 
and two forms of government have arisen. 
The Hegemony controls Earth and its near- 
est neighbors, while the outlying colonies 
are controlled by Clans, which are in turn 
controlled by family heads. Needless to 
say, these families tend to form alliances 
with each other and break them at will, 
according to the current planetary politics. 
Think of it as the Hatfield/McCoy feud on 
a global scale. You take the role of Nikola 
ap lo, a clansman who bears a certain cold 


DRONE 


A pirate goes up in smoke under the onslaught of your multipulsers. 


hatred for the pirate forces which have 
recently appeared in greater numbers and 
with increasing frequency around the 
Alpha Centauri colony on which you were 
raised. You are given the task of eliminat- 
ing enemy forces as Clan intel sees fit. The 
game is mission based with full-motion 
video cutscenes; you perform your mis- 
sions wearing Powered Battle Armor 
(PBA), and thus are locked into a HUD- 
type interface. 

While the game performs decently 
enough, the minimum system require- 
ments may lock some gamers out of this 


game altogether. The mission screens are 
a bit on the low-res side, given these 
requirements. Nevertheless, the game is 
enjoyable if you can get past its quirky 
interface design. The missions are laid out 
well, with some requiring overwhelming 
force and others requiring stealth. The ran- 
dom scenario generator is something of a 
godsend, as it allows you to get comfort- 
able with the PBA and the interface while 
testing out your abilities against various 
degrees of enemy Al. CGR 

- Ted Chapman 


TO DOWNLOAD DEMO 
http://www.lglass.com/tn/tnova.html 


CGR Rating 88 Originality ® Playability ® Visuals Q Audio Q Manual @ 


Publisher: Virgin Interactive Phone: (800) 874-4607 Developer: Looking Glass Tech. Requirements: Pentium 60, 
8MB RAM, 2xCDD, VESA SVGA card, DOS 5+ Controller: Mouse, Keyboard, Joystick Players: One Price: $49.99 
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Shellshock 


ired of DOOM clones? Looking for 

a little variety with a lot of spice? 

Then check out Shellshock from 

U.S. Gold, the latest 3-D combat 

action-arcade game with a serious 

attitude. Climb on-board your very own, fully 
armored M-13 Battletank as a rookie serving 
your first tour of duty for the world’s last 
renegade peace force. Known as “Da 
Wardenz', you and five other commandos 
are committed to combating terrorism, fight- 
ing oppression and exposing corruption 


throughout your tours of duty, 
you'll be able to collect crates 
of money to upgrade your M- 
13 Battletank with a wide 
assortment of goodies ranging 
from Surface-to-Air-Missiles 
and advanced targeting sys- 
tems, to engine and tank- 
track upgrades. For added 
playabilty, Shellshock supports 
network play for up to eight 
players, which should appeal 


iews — 


- Rev 


| around the world. There are 25 explosive to avid "DeathMatch" junkies. Your CO won't tolerate any mistakes, so stay on the ball! 

| Even though I'm not a big fan 

Ё of rap music, | found Shellshock's "hip-hop" control your tank, otherwise you'll be spend- 
D background music, surprisingly enough, ing some time acclimating yourself to the 

ї contributive to the overall intensity of the user-definable keyboard scheme which I 

£ game. Gameplay is challenging and consid- found to be a little awkward. Since you'll 

4 erably addictive, especially since you'll want need to navigate your tank and aim your 

ü to keep upgrading your tank after each mis- turret simultaneously, the hat switch serves 
Ë sion with the money you've collected. The as the perfect device. | would've appreciated 
" missions are diversified in environmental a more easily identifiable mission-ending 

ї context and types of enemy presence, but rendezvous point or at least an easier 


the mission objectives usually consist of 
blowing everything up and/or rescuing 
hostages—not very interesting, but enter- 
taining nonetheless. Although the various 
enemy vehicles are visually well detailed, the 


method of locating the place | had to go to 
finish the mission. Plus, | was somewhat 

annoyed by the fact that | would automati- 
cally fail the mission if | traveled outside of 
the mission-boundaries too long (about 10 


Ë @The quicker uou get uour crosshairs on uour z N 
Ë target, the longer you'll stay alive. environmental graphics are less of a specta- 
Ë cle. However, this graphical contrast ensures 


missions in all in which you will travel to decent animation for lower-end systems, 

ў such fictionalized, real-world locations which, in all honesty, is something most 

l across the globe and pummel the opposi- gamers will appreciate. You'll want to use a 
1 tion. You'll be up against a variety of mobile multibutton joystick with a hat switch to 
ground threats including tanks, Light 
Armored Fighting Vehicles (AFVs), Armored 
Personnel Carriers (APCs), gunboats and 

» attack helicopter gunships, as well as other 
8 menacing obstacles such as mines and 
machine-gun bunkers. As you progress 


n the year 1997 the director of a 

8 Los Angeles hospital has inex- 

É plicably taken a number of his 

4 patients hostage, brutally murder- 


seconds), a necessary evil, | suppose, but an 
increased grace-period might be a good 
idea. Overall, Shellshock is entertaining to 
play, especially if you thrive on high-action 
combat with a twist. CGR 

- Frank Snyder 


CGR Rating 86 Originality © Playability @ Visuals & Audio @ Manual © 


Publisher: U.S. Gold Phone: (415) 693-0297 Developer: CORE Requirements: 486DX/66MHz, ВМВ RAM, 2x CD- 
ROM drive, DOS 5.0+, SVGA Video Card, Sound Card Controller: Mouse, Keyboard & Joystick Players: 1-8 Price: 
$54.95 


confronted with a number of puzzles which 
when solved, will lead you closer to uncov- 
ering the truth behind her father’s demise. 
There are multiple endings to experience, 
but you'll only have two hours to solve the 
mystery and there is no save game option. 
D utilizes digitally rendered 3-D graphics 
in both the first- and second-person per- 


ing several of them in the process. spectives, giving you a variety of different 


А 

E Having barricaded himself deep within the perspectives that maintain an overall sense 
Ë hospital, the director, Richter Harris, of omnipresence. The graphics aren't too 

5 endures the stand-off with the police who bad, but the game is basically composed of 
ë have surrounded the building in full force. cinematic sequences instead of an interac- 


tive environment. The puzzles aren't incred- 
ibly challenging either. The absence of a 
save game function and the enforced two- 
hour time limit will either challenge you by 
forcing you to expedite your actions, or just 
seriously annoy the hell out of you. 
However, since the puzzles don't require an 
IQ higher than 50 to solve, it should only 
take you about an hour or so to finish the 
game. Replayabilty is obviously sacrificed 
because of this. The interface is limited to 
fixed movements and interacting with dif- 
ferent objects is accomplished by simply 
pressing the space bar. Pretty exciting, 
huh? Га recommend avoiding D for the 
most part, at least until it finds its way to 
the bargain bin. CGR -Frank Snyder 


dissuade her father from taking additional 
lives. Alone and unarmed, she enters the 
hospital to find a nightmarish arrangement 
of lifeless bodies soaking in their own 
blood. A strange and unusually transparent 
mass approaches her soon after which 
transports her to another world, looking 
oddly enough like the interior of a Victorian 
mansion. From here you will assume the 
role of Laura to unravel the enigma which 
has mysteriously transformed her father 
into a psychotic killer. You'll find yourself 


@ Just a few of the hapless victims who fell to the evil of 
Richter Harris. 
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ТО DOWNLOAD DEMO 


http://www.acclaimnation.com/D/index.htm 


Unable to move in for fear of additional 
hostage casualties, the police are forced 
to wait-out the crisis. Richter's only 
daughter, Laura Harris, hears of the news 
and immediately rushes to the scene to 
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Publisher: Acclaim Phone: (516) 656-2264 Developer: Acclaim Requirements: IMB PC or Compatible, 486DX2/66, 
8MB RAM, DOS 5.0+, 1MB VESA compatible SVGA Controller: Keyboard Players: One Price: $52.99 
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A Fantasy Adventure Series for All Gamers 


Kingdom Il: Shadoan 


ew computer games are 
entertaining for every mem- 
ber of the family. That may 
be because such a goal is 
difficult to achieve. It must 
be challenging and mature 
enough for the older mom, dad 
and big brother and sis, but simple 
and obvious enough for the young ones. It must 
also have an easy-to-use interface, but have 
enough support to satisfy the well-weathered 
adventurer. 

Kingdom Il: Shadoan, a product in the 
making for nearly 20 years, is Virtual Image 
Productions' (with Indigo Moon Productions) 
latest fantasy/adventure game and one of 
creator Rick Dyer's proudest achievements. 

Shadoan prides itself on being a total family 
game. Everyone can complete the adventure 
because there are no obscure hints or clues. As 
a "plug and play" CD-ROM, it automatically 
configures itself to your computer platform 
making it conveniently accessible to both 
children and adults. Since the game involves 
difficult decisions that require careful 


® Kingdom ll: Shadoan features more than 70,000 hand-painted cells. 


consideration, it is a nice environment for the 
family to work as a group, navigating through 
the adventure together. In addition, the game 
features a parental guidance option that 
restricts the amount of violence in fight scenes. 

Another selling point is its rare appeal to the 
female audience. Shadoan's prequel, The Far 
Reaches, boasted 40 percent sales to females 
and projections for Shadoan are in the 50 
percent range. By comparison, 90 percent 
of general video games sales are to males. 

Following in the footsteps of Disney, 
Shadoan showcases feature-film quality anima- 
tion and music. With more than 70,000 hand- 
painted cells of animation, over 300 animators 
worked around the clock for nine months to 
perfect the game. No expense was spared in 
the development of this project. More than 
$3 million was invested to ensure a beautifully 
detailed story unfolds. 

The game features 30 completely original 


musical tracks sprinkled through the adventure, 
all arranged by Hollywood composers Martin 
Erskin, Doug and Brian Besterman and Andy 
Brick, the same arrangement team that 
composed the award-winning Beauty and the 
Beast and Pocahontas. Shadoan is also the first 
multimedia title to feature a potential hit song 
with the game's title track "Where Do We Go 
From Here?" which will be played on 3,000 
radio soft rock/contemporary jazz stations 
nationwide. 

The story follows the adventures of hero 
Lathan Kandor as he travels through five king- 
doms in search of the last remaining relics that 
piece together and complete his magic amulet. 
Once done, Lathan will confront the evil wizard, 
Torlok, in what will become their final battle. 
There are many obstacles the player faces 
while directing Lathan through his quest. Trolls 
and dragons make fierce opponents for Lathan, 
which impresses the need for magical items 
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The three books on the bottom left give background information, etc. 


found along the journey. There are also interesting 
You will need to make decisions to travel or books displayed on the 
use items that will determine your fate. Only playing screen that can 
items that can be used during the situation the be viewed with a click 
player is currently in will appear in the invento- of your mouse. One 
ry. If the wrong item is chosen, it could cost you provides you with a 
one of your three lives. The hour glass at the detailed history of the 
bottom of the screen also reminds you when saga you've become a 
time is of the essence part of and also profiles 
Along the way the player will also make the characters you will 
friends. Helping those in need can be beneficial encounter. With this 
to Lathan's quest, often awarding him with book, players can learn 
information or inventory items that will be of character experiences 
needed at later times that have brought them 
One particular innovation to note is that to their current circum- 
there is virtually no wait time for the CD-ROM stance, thus creating a 
to locate scenes in the game. It runs as personal character/player relationship that is 
smoothly as if you were watching it on film, lost in other games. Another book presents 
seemingly anticipating the next few possible stunning graphics that comprise the credits. 
scenes and caching them on the hard drive. Here the designers used a morphing technique 


to put the actors' faces 


"Shadoan prides itself on with the characters they 


play. It is one worthy of 


being a total family repeated viewing. 


Nearly 20 years in 


game... because there are no tre making. the techno- 


š m ogy and marketplace 
obscure hints or clues. сап finally support — 

Shadoan. The second in 

the saga, there will be 
three sequels to Shadoan over a six-year span 
with the schedule continuing for one every two 
years. The next to hit the shelves will be 
Kingdom 111: Journey into the Great Abyss 
followed by Kingdom IV: Treasure of the Argent 
King. There are also a series of adventure 
novels in development that will coincide with 
the story line of the Kingdom series. Rick Dyer, 
President and CEO of Virtual Image 
Productions, says that the novel and game 
teams will work separately, but the two will 
somehow be “weaved” together. 

Dyer is a leader in revolutionary video game 
design. He created the mega hit “Dragon’s 
Lair,” one of only two games (the other is Pac 
Man) on display at the Smithsonian Institute. 
He also designed “Space Ace,” Dragon's Lair's 
counterpart and "Time Traveler"—the first holo- 
graphic video game. In fact, Dyer owns the 
trademark for the word hologram. 


-Leslie Beyer 


FOR MORE INFORMATION: 


http://www.interplay.com 
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Developer: Virtual Image Productions Distributor: Interplay Phone: (800) 678-3343 
System Requirements: 486/66, 8MB RAM Release Date: June 1996 
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Huyperblade 


ou can't help but draw some 

correlation to the movie 

Rollerblade when you first see 

Activision's new game called 

Hyperblade, but at least in this 
case you get to play the game. It is a battle 
sport set in the 21st century where there are 
no rules but to win the game. Hyperbladers 
traverse an oval pit-like arena and score by 
throwing a ball into a goal, called a drome, 
located on opposing sides of the stadium. The 
three-man teams wear armor suits (which are 
customizable) and come armed with a "jak" 
(throwing device), a "rok" (a projectile) and 
high-speed blades. The ball-handler and 
teammate charge the opponent's goal 
like in hockey and attempt to score. 
One team member acts as goalie. The 
other side, of course, will do every- 
thing it can to keep you from scoring, 
including throwing bone-jarring body 
checks. In addition, the arena is 
populated with ramps, trenches, 
bumps, traps and jumps. In short, to 
get the ball you have to rip it from 
your opponent's hands and likewise 
for your opponent from you. 
Producer Lewis Peterson, in an 

exclusive interview with CGR, says 


Hyperblade is a 3-D real-action 
sports game, but he believes it's 
more than that. "It's about setting 
new standards in action sports 
games and setting new standards 
for PC games overall," he says. The game 
uses new motion-capture techniques devel- 
oped by Rhythm & Hues, which is the same 
firm that developed Coca-Cola's polar bear 
commercials for television. The motion-capture 
animations allow for fluid and very realistic 
character movements. Some 36,000 frames of 
animation are used for the character's full 
360-degree movements. Since it uses 
motion-capture, Activision hired A.J. Jackson, 


"Su-27 FLANKER is a must-own 
for serious PC flight junkies. " 

— PC Entertainment 
"Su-27 is without qualification the most 
realistic modern-day air combat simulation 
on the market.” 


— c SNP, 


— Strategy Plus 


SPECIAL OFFER for 88-27 Win 95 
owners! бай 581 Customer Service 
at (408) 737-6800 for details. 


в 
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blading's most famous in-line skater to film his 
moves. Jackson has mastered such feats as 
540-degree spins down 18 flights of stairs, 
back flips in half-pipes and 30-foot cliff jumps. 
Many of Jackson's best moves are captured 
and animated for the players in the game. 
Eight infrared ray cameras produced a 2-D 
model of Jackson's movements and then were 
superimposed on a 3-D rendered model. In all, 
some 200 moves were captured including 
kicks, spins, flips, twists, dives, ducks, half- 
pipe turns and rail-slides. 

Hyperblade is set for a late spring release and 
will support multiplayer network gaming and 
comes with three different game modes: League 
Play, Tournament Play or Exhibition. CGR 


FOR MORE INFORMATION: 


http://www.activision.com 


Developer: Rhythm &Hues Distributor: Activision 
Phone: (310) 473-9200 System Requirements: 
486/66 Release Date: 2nd Quarter 1996 


50-27 FLANKER is a 
trademark of The 
Fighter Collection. 
(91996 Strategic 
Simulations, Inc., a 
Mindscape Company. 
АН rights reserved. 


s riam 


Most battle lines are drawn over distance. Yours spans time. anil the 
distance between two hearts. 

From present-day Paris, your past beckons you to a journey through the 
depths of time. As William Tibbs, you must decipher the secret language of the 
Knight's Templar, discover the mysteries hidden in your past, confront your 
mortal nemesis Wolfram, and rescue your fiancée from the shackles of time. 

You'll need Keen deductive skills and expert swordsmanship to bring your 
beloved bach with uou to the present. Chivalry and cunning will de your 
guides on this incredible adventure. 


http: //www.imotion.com 
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MOTION 


For more information on other {e Motion products visit our web site at: 


CHALLENGE IT. CONQUER IT. 
THEN IMMORTALIZE YOURSELF IN IT. 


You could be one of the new villains in an leMotion sequel. Enter now for your 
chance to be in the game! The first 25,000 entered will receive a free demo. 


Name 
Address 
City 


E-Mail 


Mail to: leMotion, 626 Santa Monica Blvd., 
Box 417, Santa Monica, CA 90401 
For more info: 1-800-443-3386 


http://www.imotion.com 


THE ROSWELL UFO CRASH. 


A PACKAGE, Normalitu 


nter the world of 

Neutropolis where life is 

bound to the rules of nor- 
mality and anything that's 


remotely fun has been out- 2 
А $ ER | A [ KI L L ER . lawed. In this 3-D first-person perspec- Ф Normalitu is а first-person 


tive adventure game, you will assume perspective RPG adventure. 
the identity of a character named 
“Kent” who is considered to be something of a rebel. Just out of jail, down on 
his luck and living in the shadow of the law, your character finds himself 
trapped in his own apartment surrounded by “Norm-troopers” It's your job to 
A б 0 ү Ë n N M Е 1 Т ( Ü V E n 2 ! р figure out how to help him escape from his apartment, track down the goons 
! who have repressed the "life" of the city and restore Мешгоройв to a place 
where any "normal" person would want to live. Normality utilizes a unique 
three-dimensional engine to create a truly realistic world where you will 
encounter and interact with a wide variety of characters and mind-boggling 
puzzles. Over 100 motion-captured animation sequences bring the characters 
of Neutropolis to life, and rendered cinematic cut-scenes provide the noncha- 


A M Y S I Ë ! | | | S W Ü | A N š lant ambiance otherwise known as the world of Normality. CGR 


FOR MORE INFORMATI 

http://www.interplay.com 

Developer: Interplay Distributor: Interplay Phone: (714) 553-6655 
System Requirements: N/A Release Date: Summer 1996 


Do адын “АН43 Thunderstrike: 
Air Assault 


et ready to experience the awesome firepower of the AH-3 
A T Ї n | B L $ ( Ї ET Thunderstrike attack helicopter with AH-3 Thunderstrike: Air 
, Assault from JVC. You'll be given seek-and-destroy missions in 
which you'll need to navigate your attack helicopter through 
hostile enemy territory and use your missiles, rockets and rapid-firing 
cannon to eliminate any potential threats that get in your way. There are several 
different campaigns to choose from, ranging from oil disputes in the Middle 
East to drug interdiction in South 


A N D Y Ü | N E ED Т 0 S H Хү E š * America. You'll be given day and night 


missions, as well as missions that will 
force you to endure the elements in 
barren deserts and tropical jungles. 
The PC CD-ROM version should 
feature smooth VGA graphics in a 


| I CA | 1 Р G ET A N y W ( R $ Е M š fully rotational 3-D environment. 


Developer: JVC Distributor: JVC Musical Industries, Inc. Phone: (213) 878- 
0101 System Requirements: IBM PC or compatible, 486/66, 8MB RAM, 2x 
CD-ROM drive, VGA graphics card Release Date: Spring 1996 


CGR 


esign and play your very own 
| custom pinball tables, complete 
with graphics, music and table 
> x styles of your choice. Pinball 
Maker comes with 64 basic table layouts that have pre-positioned 
ramps, side guards and flippers. With the Table Editor, you can position mush- 
Ў room bumpers, side bumpers, ball traps апа more to your own liking, Then add 
ç bo E $ a graphics and music theme, sound effects and a scoring system to complete 
Í the package. Once everything is in place, you can then put your own personally 
designed pinball table to the test. There's even a special “instant replay” 
feature that allows you to record actual gameplay for review. Pinball Maker is 
being developed for Windows 95. CGR 


FOR MORE INFORMATION 
http://www.21stcebt.com 


Developer: 21st Century Entertainment Distributor: 21st Century Entertainment 
Phone: (716) 872-1200 System Requirements: Windows 95 Release Date: 
August 1996 
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Twisted Metal 


ony Interactive is bringing its smash-'em-up, arcade driving game 
to the PC. Awarded Electronic Gaming Monthly's Game of the 
Year for 1995 on the Sony PlayStation, Twisted Metal will deliver 
its explosive crash 'n burn action to 

your PC 

The story of Twisted Metal begins with a madman named Colypso who holds 
a deadly contest on the streets of Los Angeles each year. To win the battle, all 
other cars in the competition 
must be destroyed. 

You'll have access to 12 
customizable vehicles, includ- 
ing a deadly cop car, a mis- 
sile-loaded semi and a killer 
ice-cream truck called Sweet 
Tooth that shoots flaming ice 
cream cones. Each vehicle has 
its own Special Weapon, but 
there are usually plenty of 
power-up weapons to pick up 
along the way like Fire, Power 
and Homing missiles, or land 
mines to get rid of those 
pesky tail-gaters. Besides their special weapons, each vehicle has its own char- 
acteristics for 
handling, speed, durability, etc. The motorcycle, called Mr. Grim, is very fast 
and highly maneuverable, but can't take much. The trick is to avoid being hit 
(and don't run into anything yourself) if you want to Я 

The action takes place within six apocalyptic environments, each with its own 
characteristics. One will have you battling through the city streets; another has 


®Sweet Tooth shoots flaming explosive 
ice cream cones as its special weapon. 


an ice-skating rink placed right in the center. If you aren’t careful, you'll slide 
across it until you hit dry ground on the other side while your opponent takes 
the opportunity to nail you as an easy target. 

One interesting area has you on the rooftops of some very tall buildings. Not 
only will you be battling your opponent here, but also the force of gravity. If you 
don't stop before that ledge, you lose the match. At one point you can even 
blast away part of the building and fall down inside for some bonus stuff. Then 
you'll be jumping from rooftop to rooftop for high-flying fun. Another takes 
place in a drainage ditch with slanted walls. Due to it being so narrow, you'll be 
forced to square off often since there is very few places for you to run and hide. 

Your only o 
whatever means you hav 


tive is to stay in one piece while eliminating your opponent by 
at your dispc You can take them out with your 
machine guns, fire your missiles or just launch your vehicle into them at full 
speed. You can also run over hapless pedestrians that get in your way and take 
air off of ramps and rooftops. 

Twisted Metal's 360-degree 3-D environment allows you to watch the action 
from a variety of different camera perspectives. With its award-winning sound- 
track and sound effects, Twisted Metal will definitely have you twisting and 
turning in your chair. CGR 


FOR MORE INFORMATION 
http://www.sepc.sony.com/sepc/comingsoon/comingsoonindex.html 


Developer: Sony Interactive Distributor: Sony Interactive PC Software America 
Phone: (415) -8 Sy: ents: IBM PC or compatible. Pentium 
95, 8MB RAM, 2x CD-ROM drive Release 
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STARRING: 
BARRY CORBIN, TANYA ROBERTS, 


KEVIN MCCARTHY. AND CHRIS JONES 


AS TEX MURPHY. 
DIRECTED BY ADRIAN САВА. 
ORIGINAL SONG BY RICHIE HAVENS. 


THE CREATORS OF UNDER A KILLING MOON 
PRESENT: THE PANDORA DIRECTIVE. e 

A CD CINEMATIC EPIC Compatible With 
DOS & Win 95 9 Virtual World Engine With Full 
Freedom Of emak Rendered Paths • Two 
levels Of Play-Choose Complex Hint System Or 


Bonus Points, Puzzles & Locations • Three Routes 


1 Music ond Direction. 


Call 1-800-800-4880 e http: / /www.accesssoftware.com 
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Rocket Science Launches 4 New Games: 


Obsidian 


nter a surrealistic organic world, where reality is ques- 
tioned, dreams challenge your perspective and mys- 
teries must be solved. This is the world of Obsidian. 
Due for release during the fourth quarter of '96, this 
game is a 3-D adventure that offers five dream-like realms 
with characters that will provide players with a mind-altering expe- 
rience. 
Obsidian boasts a sophisticated story that will be compelling and 
inviting. The game will also feature integrated puzzles that develop- 
ers say will allow more than 40 hours of gameplay. CGR 


€ Obsidian is a puzzle game unlike others set in a surrealis- 
tic organic world. 


FOR MORE INFORMATION 


http://www.rocketsci.com 


Developer: Rocket Science Games, Inc. Distributor: Rocket Science 
Games Phone: (800) 98R-OCKET System Requirements: Windows 95, 
Pentium 75, 4x CD-ROM Release Date: 4th quarter 1996 


Rocket Jockey 


aaaaand heeeeere they come around the bend...it's 
rocket #3, no, it's rocket , they re neck and neck 
..aaaaaaand it's Rocket Jockey by a nose! 
Take a blast into the future as you race the clock, 
pilot a rocket and challenge opponents to death matches 
and other sporting events. The game has your rocket flying at 
lightning speed negotiating 
turns by shooting cables into 
arena poles with a boomerang 
effect. Control and skill are the 
player's greatest benefit in 
mastering the three types of 
gameplay that offer a total of 
30 potential levels to experience. 
Rocket Racing is a 10-level 
death trap obstacle course with 
competitors who will stop at nothing to win. Rocket Ball is part 
polo, part lacrosse in the fastest of the sports. Players have to 
stay alive while scoring with a ball that has constantly changing 
characteristics. This playing environment also has 10 levels. The 
final arena is Rocket War. It has 10 levels of explosive, head-on 
combat with other jockeys. The last jockey alive wins. CGR 


FOR MORE INFORMATION 
http://www.rocketsci.com 


Developer: Rocket Science Games, Inc. Distributor: Rocket Science 
Games, Inc. Phone: (800) 98R-OCKET System Requirements: Windows 
95, Pentium 75, 16 MB RAM, 4x CD-ROM, 16-Bit video, 16-Bit audio 
Release Date: 4th quarter 1996 


Ganymede 


liens have eradicated an Earth station 

observatory on Ganymede. The player's mission is 

to avenge the deaths of those who perished in the 

station and prevent the aliens from establishing an 
attack base. 

Ganymede has you 
battling throughout the 
game driving a high- 
speed vaporsled eliminat- 
ing the enemy and their 
tracking mines. Skill and 
speed are crucial elements 
for this combat simulation 
game. 

The game also features 20 multiple objective missions with 
bonus levels and realtime rendered 3-D space graphics and the 
ability to explore the entire battlefield surface. This game can 
also be played on a multiplayer format. CGR 


те DOWNLOAD DEMO 


http://www.rocketsci.com 


Developer: Rocket Science Games, Inc. Distributor: Rocket Science 
Phone: (800) 98R-OCKET System Requirements: Windows 95, 
Pentium 75, 16 MB RAM, 4x CD-ROM, 16-Bit video, 16-Bit audio 
Release Date: 1st quarter 1997 


The Space Bar 


ine ‘em up and keep ‘em coming. You'll need all 
the spirits you can get in this one as you use 
empathy-telepathy to flashback into the lives of 
aliens to solve a murder. As detective Alias Node, 
you'll have to employ your sleuthing skills in order to 
track down a ruthless killer who's purloined top-secret technol- 
ogy. The action takes place in the Thirsty Tentacle Bar, where 
you'll meet and talk to strange characters and help them solve 
their personal problems while searching for clues to catch the 
murderer before he leaves the planet. This tongue-in-cheek 
adventure unfolds into eight different flashback worlds in 


which you'll need to make the connections between the many 
psychic events in order to make the catch. 

The Space Bar features a smooth-scrolling 3-D perspective 
with 360 degrees of freedom with which you can explore this 
mysterious sci-fi world. It also includes an innovative inventory 
control scheme based on previous adventures designed by 
Steve Meretzky, who is also known for his award-winning 
games, Hitchhiker's Guide to the Galaxy, Zork Zero, Leather 
Goddesses of Phobos and many others. Art direction was 
provided by Ron Cobb, who is most famous for his creative 
designs of the cantina aliens in the original Star Wars movie. CGR 


FOR MORE INFORMATION 
http://www.rocketsci.com 


Developer: Rocket Science Games, Inc. Distributor: Rocket Science 
Phone: (800) 98R-OCKET System Requirements: Windows 95, 
Pentium 75, 16 MB RAM, 4x CD-ROM, 16-Bit video, 16-Bit audio 
Release Date: 3rd quarter 1996 


Introducing Silent Thunder: A10 Tank Killer Il. 24 action-packed missions take you through Central America, 
the Middle East and Korea in one of the most devastating ground attack planes ever created. Huge explosions 
and texture-mapped terrain reduce other flight sims to twisted wreckage. See why PC Gamer Magazine says 
"The terrain graphics are unquestionably some of the the best ever seen in a flight sim." And yes, they are 
real screen shots. Even the big one! 
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See your local software dealer 
or call 1-800-757-7707 


© Sierra On-Line, Inc.® and/or ™ designate trademarks of, or 
licensed to Sierra On-Line, Inc. All rights reserved. 
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The Rise and Rule 


ierra On-Line has announced the early summer release 
of The Rise and Rule of Ancient Empires, an empire- 
building game that requires the player to employ eco- 
nomic, diplomatic and military strategies in order to 
succeed. The game brings the player to the dawn of civi- 
lization (5000 BC) when six separate cultures have emerged to stake 
their claim to preeminence. The different empires include the bar- 
barian Visigoths, Mesopotamia-Persia, Egypt, Greco-Rome, India and 
China. Each culture must explore its environmental surroundings, 
construct cities, organize and train military units, research and 
develop new technologies, and eventually attempt to overtake their 
neighbors, through either diplomatic intercourse or by war, by the 
year 500 AD. Only one civilization will survive and leave its imprint in 
history. The Rise and Rule of Ancient Empires features stunning 
SVGA graphics, a user-friendly point-and-click interface with on- 
line, balloon help and a full-blown tutorial, and it will support net- 
work play up to four players. With its extensive depth and subtlety, 


The Rise and Rule of Ancient Empires will provide you with hours 


upon hours of enjoyable 
gameplay as you start 
your city from the seeds of 
civilization and watch it 
grow across the plains into 
a formidable empire. The 
Rise and Rule of Ancient 
Empires features high- 
quality sound and orches- 
tral music complete this 


of Ancient Empires 


Send scouts out to explore the surroundings and claim 
new territories to your growing empire. 


truly remarkable product that will appeal to strategy-war game 
lovers and empire builders alike. CGR 


FOR MORE INFORMATION: 
http://www.sierra.com/games/riserule 


Developer: Impressions Distributor: Sierra On-Line Phone: (206) 649- 
9800 System Requirements: 486DX/33, Windows 3.1 or Windows 95, 


8MB RAM Release Date: Early Summer 


Hind 


pache lovers take note! Hind 
(Mi-24 Hind E), the 
latest flight simulation from 
Digital Integration, has been 
designed to allow head-to-head 
play with Apache. The Hind, a formidable 
Russian attack helicopter, is the perfect 
complement to the Apache Longbow. 
Bigger than the Apache, the Hind can 
carry a squad of eight fully equipped 


troops or four stretchers, but cannot match 


the Apache's agility. 

The core function of the Hind is not 
only battlefield, anti-armor and support, 
but transportation of troops and equip- 
ment. Mission specialties include troop 
evacuation, personnel location and rescue 
and deployment of special forces units. 

The Hind avionics are simpler than 
Apache's, and it is well armed with a 
12.5mm turreted gun and normally carries 
an external load of four anti-tank missiles 
and four 57mm or 80mm unguided rocket 
pods. It can also carry 250 Ibs of conven- 
tional, chemical or napalm bombs, external 


fuel tanks and mine dispensers. The rocket 
pods can be replaced with twin AT-6 
missiles, allowing a maximum of 12 to be 
carried. Counter measure devices include 
chaff, flares, IR jammer and infrared sup- 
pression boxes on the engine's exhaust. 

Hind features three campaign scenar- 
ios: the Korean, which allows head-to- 
head play with the Apache and will have 
you facing mainly Western technology; the 
Afghanistan, which the player flies Hinds 
against the Mujahideen guerrilla army 
during the 1985 Russian occupation; and 
the Kazakhstan, pitting the Hind against a 
heavily armored rebel force using mostly 
Russian technology. 

In addition, the game includes multiple 
combat levels, real world combat and 


training areas, highly detailed goraud 
shaded texture mapped 3-D terrain, and 
up to 16 players via network. CGR 


FOR MORE INFORMATION 
http://www.imagicgames.com/hind.dir/ 
hind.html 


Developer: Digital Integration Distributer: Interactive Magic Phone: (919) 461-0722 
System Requirements: Windows 95, 486/33, 8 MB RAM, SVGA, Sound Blaster of compatible 


Release Date: April 1996 


@ Visit the local inn where the meat is 
fresh and the company warm. 


Betrayal in 
Antara 


his new release from Sierra is 

the sequel to Betrayal at 

Krondor. However, Betrayal 

in Antara does not continue 

the original story created by its 

predecessor. Instead, Antara has its 
current emperor faced with a decadent 
and crumbling empire that was once 
benevolent and thriving. 

Players assume the roles of four main 
characters, each of whom becomes 
embroiled in devious plots. Bribery, 
nepotism and deceit run rampant and 
have dramatic ramifications. Travel 
through the game takes you above and 
below ground, through 3-D cities, castles, 
taverns, dungeons, caves, temples and 
more. Antara uses the same novel-like 
approach as its predecessor by dividing 
the game into interconnected chapters 
but has added some new features. 

Betrayal at Antara utilizes a third- 
person perspective and features a 
turn- based, 3-D strategic combat 
system that pits the player against dozens 
of different opponents. An innovative 
new magic system keeps track of magical 
activity and allows the player to learn 
from spells cast upon them. 

There are 50 speaking characters and 
the game offers a user-friendly interface 
and optional side quests and story build- 
ing encounters. In addition, levels are cus- 
tomizable to meet any level of playing. CGR 


FOR MORE INFORMATION 


http://www.sierra.com 


Developer: Sierra Distributor: Sierra Phone: 
(206) 649-9800 System Requirements: 
Windows 95, 8MB RAM, 2x CD-ROM 
Release Date: 4th quarter 1996 


. Conquest of the New World 


hallenge your colonization techniques during 15th century America with 
Interplay's new interactive strategy epic, Conquest of the New World. 
Players can take on the roles of native Americans or any one of five 
countries, each with their own advantages or handicaps and must balance 
building, politics and warfare in their own grand strategy. Conquest sets itself 
apart from other strategy games by allowing you to choose your own victory conditions 
and uniting with several players to compete against each other via network. 
Basic strategy premises underlie this game, having players take part in battle, acquire 
wealth and develop resources. Conquest boasts incredible graphics, digital music and 
sound effects that bring a new sense of reality to the strategy genre. CGR 


© Command your troops on the battlefield in to conquer new lands. 


FOR MORE INFORMATION 


http://www.interplay.com/website/sales/conquest.html 


Developer: Quicksilver Software Distributer: Interplay Phone: (714) 553-6655 System 
Requirements: Windows 95, 486/33 2x CD-ROM, 8 MB RAM, SVGA Release Date: April 1996 


Battle Arena Toshinden 


his Spring, Playmates Interactive will release the PC CD-ROM version of the 

immensely popular 3-D fighting game, Battle Arena Toshinden. Set in a three- 

dimensional environment, this enhanced version of the Sony PlayStation mega- 

hit follows suit with 360-degree movement, stunning graphics and realistic sound 

effects. Developed by Digital Dialect for Playmates Interactive, Battle Arena Toshinden will 
deliver the real-life fighting perspective of floating camera angles, multiple fighting tech- 
niques, a variety of arena locations and an impressive cast of challenging characters to fight. 
The 3-D rendered locations of each battle arena serve as the platform for hand-to-hand 
combat. The rules for combat are quite simple; defeat your opponent and avoid stepping (or 
being thrown) off the platform. If you're good enough, you'll progress to different arenas and 


confront new and exotic characters to fight. 
This PC CD-ROM version of Battle Arena 
Toshinden will feature two-player network 
support and a special "coin-up" option that 
will allow players to announce that they will 
"challenge the winner" of the current battle. 
Battle Arena Toshinden is designed to be run 
in a DOS environment and will be Windows 95 
compatible. CGR 


Ч TO DOWNLOAD DEMO: 


http://www.playmatestoys.com/ 
pages/pie/tsdpc.htm 


Developer: Digital Dialect Distributor: Playmates Interactive Phone: (213) 623-4200 
System Requirements: N/A Release Date: Spring 1996 
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Bruce Jenner's World Class Decathalon 


ver wonder what it would be 
like to compete in a 
world-class decathalon? With 
Interactive Magic's new release 
and Olympic gold medal winner, 
Bruce Jenner's coaching you can experi- 
ence the thrill first-hand. 

As the player, you compete in 10 events 
against seven other decathaletes, all with 
different characteristics and talents. The 
game can be be played in several ways: 
You may play each event individually, like a 
practice session; all 10 events may be 
played in the tradition of normal 
decathalon over a two-day span; the 
player may participate in a multi- 
decathalon season, with the finale being 
the World Championship. 

Visual cues are used to represent ideal 
starting, jumping and throwing points. The 


player must synchronize the 
mouse click with the athlete's 
motion and the visual cue 
(similar to the C-shaped 
guage representing a golf 
swing). The key is to find the 
perfect point of impact 
defined by the cue. There are 
penalties for missing it and 
penalties and rewards vary 
according to the body type 
you have created at the 
beginning of the game. 

Bruce Jenner is also avail- 
able for coaching behind one 
of the locker room doors and 
will evaluate your character's 
particular attributes. You may 
also choose to compete 
against Jenner himself who 
is one of the many competi- 
tors you can oppose. 

In addition, the player can choose levels 
which regulate the game's difficulty, skill 
points such as sprinting and jumping, and 
endurance pool points, which constitutes 
the athlete's ability to last through a full 
day of events. 

The 10 decathalon events are the: 100 
meter dash; long jump, shot put, high 
jump, 400 meters, 110 meter high hurdles, 


9$ You'll have to hold your own in each event if you 
want to go home with gold, silver or bronze. 


the discus, pole vault, javelin and 1500 
meters. Grab your best pair of running 
shoes and stretch those calves for this 
world-class event in computer gaming. CGR 


TO DOWNLOAD DEMO 
http://www.imagicgames.com/decathlon. 
dir/decathlon.html 


Developer: Interactive Magic Distributor: Interactive Magic Phone: (919) 461-0722 
System Requirements: Windows 95, 486/66, 8 MB Release Date: May 1996 


The War College 


he sequel to The 
Universal Military 
Simulator | & Il from 
Intergalactic 
Development is about to 
be released. The War College is the 
next generation of true military sim- 
ulation games, capable of modeling 
pivotal historic battles of the past, as 
well as creating realtime simulations 
of current events. Designed in 
response to numerous requests for 


a more powerful war-strategy game 
simulation engine, The War College 
is the only three-dimensional, solid 

modeled, commercially available, 


been able to plan the Battle of Waterloo. 


realtime military simulator that can rotate the battlefield a full 360 degrees. Four classic 
historic battles are included, consisting of Caesar vs. Pompeii at Pharsalus, Napoleon at 
Austerlitz, General Robert E. Lee at Antietam and Hindenburg at Tannenberg. Future 
expansion disks set to include classic battles from every era of history from ancient 
Kadesh to present day are also in the works. The War College features a graphic, user- 
friendly interface, complete with pull-down menus and a fully narrated interactive multi- 
media background that describes each and every battle in full detail. With its intuitive 
control interface and extensive selection of tools and commands, both novices and war- 
strategy game veterans will find playing The War College to be a powerful, yet non-intimi- 
dating war game experience. The War College will also support multiplayer gameplay so 
that you may conduct war maneuvers against your friends via modem/serial and network 
connection. The battlefield awaits your command, so take charge and put your hard- 
earned war-strategy game skills to the ultimate test with The War College. CGR 


Developer: Intergalactic Development, Inc. Distributer: GameTek Phone: 305-935-3995 
System Requirements: IBM PC or compatible, 486/33, DOS 5.0+, 8MB RAM, 2xCD-ROM, SVGA, 


Sound Card Release Date: April 1996 
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EXPERIENCE 3D AI 


DEMO: http://www.goldtree.com/ 
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INFORMATION : GOLDTREEL@AOL.COM 
GOLDTREE Min.Req: 486/66DX, MSDOS ver5+, CD-ROM, 100% Soundblaster Compatible, 8 Megs RAM. @ 
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@ The pigs are everywhere! Mutated police officers always seem 
to be around when you don’t want them...top and bottom: 
Comm-Bat; middle: single-player mode. 
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Keep ping, the "no lemon, no 
spoon" faith at Apogee 


allas, Texas is one of those sprawling urban cities 
that seems to go on forever. It has grown so large 
that it has swallowed up many of the surrounding 
towns into its mass. The first thing you notice is just 
how flat it is. Coming from someone who lives and 
works in the Chicagoland area, that may seem like the 
pot calling the kettle black. But Chicago is positively mountainous 
compared to Dallas; on a clear day, you really can see forever. 

The next thing you notice (and this is much more subtle) is how 
polite people are. If you try to merge into traffic, people actually move 
over or slow down to let you in. Almost everyone greets you if you make 
so much as half a second of eye contact. It's sort of eerie to someone 
from Chicago, where people are as likely to mace you as greet you 
(okay, that's a bit of an exaggeration). At an indoor go-kart track, where 
| was conducting some research for this article, my bladder decided that 
it was time to "use the facilities" so to speak. When | went in, there were 
a number of gang-type youths finishing their business. When they were 
done, they washed their hands, dried them, and then wiped down the 
edges of the sinks they used. It was very surreal. 

Just on the fringes of Dallas is the suburb of Garland, home to 
Apogee Software and 3D Realms, and only a short highway jaunt away 
from Mesquite, home of id Software. | mention id only because of the 
interconnected history of these three companies, which dates back to 
1990. In December of that year, Apogee released id's first game, 
Commander Keen: Invasion of the Vorticons, into 
shareware. id Software came into being officially 
on Feb. 1, 1991 in Shreveport, La. The company 
made gaming history with the release of 
Wolfenstein ЗО, the very first first-person 
perspective 3-D action game. Tom Hall, who 
is 3D Realms' primary game designer and 
producer, was responsible for the cre- 
ative direction of Wolfenstein 
3D; he was one of the 
original employees at id. 

Apogee, in the meantime, 
was already recognized as the 
industry leader in shareware marketing, 
having started with Kingdom of Kroz in 1987. Their 
model for shareware marketing is credited as the best in the 
world; other companies, such as Interplay Productions, will- 
fully acknowledge this model as the credo by which they live. 
In case you're not aware, Apogee's approach to shareware is 
to release about one-third of each marketed game to the 
nets one to two months prior to the release of the entire 
game. This "stunted" game is the ultimate in tease; it offers 
enough of the game that people can get a good look, but not 


so much that they see everything there is to see. They also include non- 
functioning menu selections that constantly remind people that there's 
more to the game than they've played. By the time the game is ready to 
ship, people have played the shareware enough to have a good idea of 
what they'll be getting, and they always seem to want more. Funny how 
that works, isn't it? 3D Realms is a division of Apogee that is focused 
solely on developing 3-D games and advancing the technological edge 
represented by these games. 

They have five titles forthcoming: Duke Nukem 3D, Shadow Warrior, 


"By the time the game is 
ready to ship, people have 
played the shareware enough 
to have a good idea of what 
they'll be getting.” 


Blood, Prey and an as yet untitled game (tentatively being called 
“Grunt,” as its main character will be a Marine-type). Duke Nukem ЗО, 
Shadow Warrior and Blood all use the same 3-D engine, while two 
different engines will be used for Prey and Grunt. 


Duke Nukem 3D 
The story of Duke Nukem 3D is a long one. The rough draft was 
premiered at Winter CES '95 in Las Vegas. Since that time, there have 
been several setbacks. The beta code for Duke Nukem 3D unintention- 
ally hit the Internet and spread to the service providers in January; this 
was completely against Apogee's wishes. The Apogee team was plan- 
ning on releasing the final shareware version around the middle of 
March, which would include the first seven levels of the commercial ver- 
sion. Because the beta version that got released was not what Apogee 
wanted the world to see, the team went into crisis management mode. 
The Duke design crew started working in shifts around 

the clock in order to get the official hareware 
where they wanted it to be. This ver- 

Sion made it onto the nets at the 

end of February; if you've only 

seen the beta version 
(check the tag screen as 
you exit the game; the 
word BETA is part of the 
top banner), you 
ought to down- 


load the official version. A lot has been added that was not in the beta. 
The boxed shareware hit the retail shelves on March 4; by the time you 
read this, the final commercial version (with all the levels) should have 
shipped. I say "should have" because the official ship date is, "When it's 
done!” You'll be able to order it directly from Apogee, and in-store distri- 
bution will be handled by FormGen. So how come the beta version got 
uploaded to the nets? It wasn't accidental, but it also wasn't Apogee. 
Someone they gave a beta copy to did it, and he did it willfully, purpose- 
fully and shamefully. Fortunately, Apogee "fingerprints" all the beta 
copies they hand out, so they know who it was. Needless to say, that 
person will no longer be getting any inside info from Apogee. He's a 
slug and a rotten bastard, and he should be permanently barred from 
this industry. But enough about that. 

The story line of Duke Nukem 3D is standard science-fiction 
B-movie. It is set in the future, and aliens have invaded Los Angeles. 
They are making their assault from an orbital platform. After you have 
cleared L.A. and surrounding vicinity of the alien threat, you'll make your 
way to the platform and take them on there. The weaponry employed is 
pretty much what you've come to expect from FPP games: pistol, shot- 
gun, chaingun, RPG, etc. Other weapons employed in the game include 
a Freeze Ray, a Shrink Ray, Laser Trip Mines, and a weapon currently 
being called "The Pulverizer" Very little can stand up to more than about 
three shots from the Pulverizer, but ammo will be scarce. 

Duke Nukem 3D is a first-person perspective 3-D game, and yes, 
there's a huge difference between it and most of what has come before. 
For one thing, you can run multiplayer games in 800x600 mode, 


S Let's not kid ourselves: Duke Nukem 3D has lots of animated 
violence. If you find it disagreeable, don't buy the game. 


although owners of 486/33s and those with less than 16MB RAM may 
want to forego this as the framerate gets chopped. The only other FPP 
multiplayer games that have been worth a damn are DOOM, DOOM II 
and Heretic (see Frank Snyder in "Log Off" this month for more about 
why this is). Another major difference is that the maps are truly 3-D. 
DOOM's engine runs only in 2-0, but tricks your eyes into seeing a 
3-D world. The Duke engine allows for over-and-under passage; it is 
an interesting crossbreed between what DOOM does and what 
Descent does. 

There are a number of homages paid in Duke Nukem 3D. For one, 
his voice, though sounding for all the world like Ronald Reagan's, is 
actually a tribute to the voicework of the biker in LucasArts' Full Throttle. 
The Apogee squad is a big fan of this title; both George Broussard 
(president of 3D Realms) and Tom Hall rate it highly. You'll also find at 
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least one reference to Dark Forces in 
the final version. And, after id 
Software spanked Commander Keen 
on one of the hidden levels of 
DOOM II, what else could Apogee 
do but return the favor? In case you 
haven't found the reference yet, 
check out the area behind the altar 
on level three of the shareware 
version of DN3D. 

The Duke team wanted their game to 
be different from what has gone before. 
Although they stick to the precept so ade- 
quately summed up by Broussard, "If something 
doesn't blow up every 10 seconds, there's some- 
thing wrong," they've also tried to outdistance the 
competition by making the environment plastic. Almost anything you 
see in Duke Nukem 3D can be blown up. This can change the game 
drastically: If you blow up a bridge that you need to get across later, 
you'd better make certain not to expend all the fuel in your jetpack 
before you get there. 

Duke Nukem 3D is bound to be a gigantic seller. The reason for this, 
though, will have less to do with the game's admittedly great pre-pack- 
aged levels, and more to do with the editor that will be included with the 
game. Not only can you work in 2-D map mode, there's also a "virtual 
Duke" mode that allows you to walk around the map you've created and 
change all of the visual and strategic areas on the fly. Made a wall too 
high? Point the cursor at it and lower it with a keystroke. Don't like the 
texture of the floor? Point the cursor at it, hit a key, and choose from any 
other texture. There's even room for you to add your own textures and 
bitmaps to it. One of the biggest problems with DEU and ADE2 (the 
hacked-together DOOM editors) was that you had to quit out of the 
program, load the map you had created, and take notes on how to make 
it look better. The DN3D editor will allow you to switch between 2-D 

and 3-D modes on the fly, and textures can be stretched or com- 
pressed to fit the walls you make. ! looked at the necessaries for 
doing this, and it makes DOOM look like grandma's jalopy. The 
reasoning behind including the editor and making it fairly 
user-friendly is marketing: Apogee wants people playing 

Duke Nukem 3D three years from now. 


Althoúgh none of the enemies have been laid into Prey as of 
this Writing, much of the artistic feel of the game is in place. 
A quick note to parents and members of the 
Christian Coalition: Duke Nukem contains violence and 
gory animations. There is a parental lock mode which 
cuts it down to approximately a PG-13 rating, though. 
Apogee is notoriously unapologetic about their titles, 
standing by their credo, "If you don't like it, don't 
play it" Hate mail gets tossed, because they're 
in the market of making games that make 
money, not appeasing the religious and 
somewhat oversensitive right. 


Prey 
Who are you? And, more importantly, 
do you really want to know? Prey 
forces you to face the question of your 
existence in a manner that Kafka never 
could. The story line will make your skin 
crawl: You are abducted by aliens, and 
wake to find yourself in an alien environment. 
This, in and of itself, is merely strange; what is unnerv- 
ing is that the aliens have surgically interwoven you 
into a suit of unknown technology, and then seem- 
ingly abandoned you. Is this a game? Some sort of 


Covered in Blood 


The second game based on the DN3D 


engine is called Blood. Though the story line 
is pretty thin at the time of this writing, it has 
to do with yet another demon-worshiping cult, 
` the Secret Society of Тспегпород: Enemies 
you'll go up against include zombies, 
gargoyles, hellhounds, and, of course, their 
masters. The best thing about this game is its 
choice of weaponry. The default weapon is a pitch- 
fork; other weapons include a lighter and a.can of 
hairspray, dynamite and a voodoo doll-and-pin setup that 
was easily the funniest thing Pve seen in a game this year. 
There's also a John Woo-type double flaregun that causes your 
enemies to burst into flames (be careful of turning your back 
on an enemy who's apparently being roasted alive; if there's 
water around, he can jump in and put himself out). Blood has a 
very Gothic feel to its textures and architecture, making for a 
compelling horror-genre game. 


© The incredibly effective voodoo doll weapon. 


test? You will have to put the puzzle together as the story line pro- 
gresses. Strange aliens seem to pour from every crevasse, and you 
need to keep your wits about you simply to survive. 

Prey represents the coming wave of technological advancement in 
3-D gaming. The engine gives the player a true six degrees of free- 
dom (three axes for sight and three axes for movement), unlike the 
hit game DOOM, which is simply a 2-D world made to fool your eyes 
into thinking it is 3-0. The graphics are lush compared to DOOM 
(and even Quake), and the technology it will incorporate is cutting 
edge in every sense of the word. The enemies you will encounter will 
be polygon-based with texture-mapped features, as opposed to 
sprite-based. These sorts of tricks are usually designed on Silicon 
Graphics machines and demand heavy resources from your proces- 
Sor, resulting in reduced gameplay speed. Gamers everywhere have 
seen 501 design; enemies appear to be walking through water or 
mud, and, despite everything Da Vinci sketched in his notebooks 
concerning musculature as it is related to movement, this tack has 
not yet managed to make its way into games. What | saw in Texas 
convinced me that somebody is finally going to get it right. True 
dynamic light sourcing will also make an appearance in Prey. Most 
light sourcing in other 3-D games has been static or only partially 
dynamic; e.g., a flickering light on a wall as "produced" by, say, a 
torch. In Prey, the light sourcing will change according to the whims 
of the light source itself; wave a flashlight beam around the room 
and the beam will actually highlight the way it is supposed to, 
glinting off shiny objects and refracted by corners. Say goodbye 
to light sources that act as though they have an "edge," as though 
they are miniature lasers. 

One of the nicest features of Prey is its separation of movement 
from bolt-frames. When you play DOOM (or Descent, Dark Forces, 
etc.), you may have noticed that your eyes are locked to the front, as 
though you are wearing a halo for a broken neck and have your 
eyes pinned in place. In Prey, your line of sight is almost completely 
unhinged from your movement; although you can't spin your head 
around in a circle (a la Linda Blair in The Exorcist), you can at least 
check out what's in your peripheral vision. This will manifest itself in 
Apogee's dedication to VR environments; drivers for all of the popular 
VR headsets will be incorporated into the code. To top all of these 
features off, Prey will not only give you network, modem and serial 
play, but you'll also be able to play via the Internet (although taunting 


someone in Swahili may not be as effective as 
you'd think). Okay, so all of the above is cool. 
Now it's time to add to the coolness by a factor of 
about 50. If you are playing Prey via the Internet 
and decide to exit a level, you'll be transported to 
a lobby-like area that will point you to different 
Prey games that may have different rules. Let's 


course, is that Prey will include a level editor. A 
very advanced level editor. With it, you can not 
only design what would be recognized by most 
people as standard Prey levels, you could con- 
ceivably create a level that falls well outside the 
bounds of what most people would call a game; 
a spreadsheet, for example, or a level of Face-Tris. 


"Prey will use the latest and greatest 
means to achieve their end..." 


say you've just come off a 20-hour Comm-Bat jag 
on one Intemet server, and are ready for some- 
thing different. So you direct your attention to a 
far-off server, enter a game there, and find that 


you can't shoot. "What fun is this?" you ask your- 
self. Suddenly someone comes wandering over to 
you and a chat window pops up. Alternatively, 
let's say that you're getting a little low on health. 
Leave the level you're on, pop to a server in Sri 
Lanka where someone has created a level that is 
health-rich, then pop back into the original level 
you were on. Welcome to the Internet, folks; it's 
here and, for Apogee, it's now. Perhaps one day it 
will be known as the World Prey Web. 

Of course, this journey into the world of the 
Web begs the question, and the answer, of 


Become the Shadow Warrior 


Originally, Shadow Warrior was going to be a straight 3-D 
game with a ninja as the main character that would use all 
the standard ninja weapons: swords, throwing stars, sai, 
etc. Apogee's first playable build of SW was one which 
Apogee was a bit concerned with: No one in the office 


It sounds weird, but it works. And it does what 
nobody else in their petty little differences of 
opinion and market share have tried to do: create 
a real, working virtual community on the Web. 
The team that is building Prey is basically the 
core of the team that brought you Rise of the 
Triad. Even Apogee admits that RotT was a whole 
lot less than it should have been, hobbled by its 
roots as Wolfenstein 3D Part 2. The compromise 
that had to be reached between design and 
technology was one that the team was ultimately 
disappointed with; even though the game is fun, it 
is less than its designers and programmers 
intended. Prey will use the latest and greatest 
means to achieve their end, and the code will be 
optimized to the Nth degree, meaning that even 
those with 486-based systems 
will be able to glean more than 
their fair share of enjoyment 
from it. Because much of the 
code is already in place for Prey, 
the designers can feel free to 
create the game that will 
continue to rock the gaming 
world for many years to 


come. CGR 


DOWNLOAD DUKE 
NUKEM 3D AND OTHER 
APOGEE SHAREWARE AT: 
http://www.3drealm.com 


9 Prey will be fully immersive, 
with a true “six degrees of 
freedom” environment. 


Batman and Robin in the 
ultimate battle for Gotham City... 
the graphics alone ela 
will blow your PC to bits! 


wanted to play it, because it was pretty darn dull. 
This is how they decide when to release a game, by 
letting the folks in the office have first whack at it; 
they immediately knew that it needed to go back 
to the drawing board. So they reworked the 
concept, upgrading the main character to some- 
thing they describe as, “a ninja, but with a really 
bad attitude? In addition to the myriad weapons 
employed in the game, you'll also be able to 


control a few vehicles, including a tank and a <p 5 7 т 
boat. A combination of traditional ninja weapons, í iDa rae АС | 
inati inj p CAN © am 
"QN —— 


[ 


modern arms and magic was finally decided on, NW 
i 5 4 ч, 
and the enemies you'll face off against range from 
ninja trainees to the demons they worship. A release 
date has not been set. 


entertainment inc 


elements are the property of DC 
his reserved. Acclaim is a 
trademark of Acclaim Entertainment 
m Entertainment, Inc. All rights reserved. 
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Link Your Synapses for Connective Fun 


Connections: Its A Mind Game 


t has a loyal television 
audience worldwide and 

has now become a CD- 

ROM game. This very 
popular TV show hosted 
by James Burke can now 
be found in your favorite 

software store. Connections: It's 

A Mind Game takes the basic premise of 
the show and turns it into a Myst-like 
game in which you will battle the forces of 
chaos by uncovering the hidden links and 
connections in history. 

You begin by appearing in the middle of 
what looks like a medieval village common 
area. You'll see a castle, but if you swing 
around behind you there will be a door. 
And this being a graphic adventure, you'll 
see the pointer turn into a hand, which it 
will do anytime you come across a hot 
spot. Click on the door and then enter. 
Turn to your left and you'll get the game 
introduction from James Burke. He 


explains that the game takes place in the 
Web, a term he coined way back in the 
late 1970s as a metaphor for the interactive 
structure of knowledge and history. He 
says that while he doesn't take credit for 


"Connections...should 
appeal to a graphical 
adventure gaming 


audience..." 


using the term in referencing the Internet, 
it is a common thing for him to get that 
credit as well. 

After you receive the introduction you'll 
be off to save the universe. As a graphical 
adventure and puzzle game, you will need 
to explore carefully. On the desk you'll 
notice lots of action areas. First start with 
the typewriter. Click on the handle to get 
a message. Then take the pencil and open 
the middle desk drawer. Click on the piece 


— — 
of paper to read it and then drag it to the 
right side. Then read the drivers license. 
This is where you will begin to need to 
keep some notes. Write down what you 
think you will need off of the license. Next 
click on the right-hand 
drawer and take the carbon 
paper. It will go into your 
links and you can click on 
the item for an explanation 


These video vignettes are 
presented in classic Burke 
style and of course are 
fascinating and interesting. 
But once again the idea is to link one 
invention to another. 

Connections: It's A Mind Game is a two 
CD-ROM game that comes with different 
levels of gameplay. It runs okay on my 
486/66, but the screens do scroll like in 
Myst, which means they are a tad on the 
slow side. The village (and elsewhere), as 


of the item's place in history. 


you will find, is populated with full-motion 
video characters which are a nice touch, 
however you can't skip past them once 
you've heard their initial lines. This would 
have been a nice enhancement to have 

as it is in any graphical adventure. The 
puzzles are challenging enough and the 
graphics are good. The game music, by the 
way, is classical to begin with, which gives 
it an air of intelligencia. Connections: It's A 
Mind Game should appeal to a graphical 
adventure gaming audience, but it is a 
step outside of the genre in that you are 
learning about real things and events. 
Connections: It's A Mind Game was devel- 
oped by Some Entertainment, who previ- 
ously did the game Wrath of the Gods. My 
recommendation is to connect with this 
game. CGR 


-by Steven Greenlee 


WEB ADDRESS 


http://www.discovery.com 


Distributor: Discovery Channel Multimedia Phone: (800) 678-3343 
System Requirements: Windows/Mac Price: $49.95 


re you a big fan of Command 4 
Conquer and have already played 
through the entire game on both 
sides? Then you'll be glad to know 
that Westwood Studios has created a 
new missions disk called Command & Conquer: 
The Covert Operations and is now available for 
those of you who didn't get enough the first time 
around. The Covert Operations contains 15 new 
solo-play missions and 10 new multiplay maps. 
Seven are for the Global Defense Initiative who 
fight to save the world from its evil nemesis, while 
eight missions are for the Brotherhood of Nod who 
have the fine idea of controlling the world and will 
crush anybody in its way. One of the new features 
of the add-on pack is the ability for the gamer to 
decide what order to play the missions in. As in 
the original, you have to secure or protect the rare 
mineral Tiberium. This mineral controls the world's 
economic balance. C & C is a game based upon 
the Dune II engine and interface. 
These new levels also take place on different 
terrain and bring in some additional features not 
found in the original. CGR 


WEB ADDRESS 
Distributor: Virgin Interactive http://www.vie.com 
Phone: 707-833-8710 
System Requirements: 486/66+, MS-DOS 5.0+, 


Command & Conquer game Price: $24.95 


aurice Ashley is one of the world’s 

best chess players and is now out 

with his own CD-ROM to teach you 

this very old game or enhance your 

present-day game. The 29-year-old 

Ashley is a chess force to be reckoned with. In 
1986 he earned the National Master ranking and 
by 1993 he was in the U.S. Chess top 50. It was 
also in 1993 that he became an International 
Champion. He is now working on becoming a 
Grandmaster and he would (will) be the first 
African-American to hold that honor. He also has 
an excellent background for teaching chess, having 
coached two Harlem school chess teams that con- 
sistently win national titles. If you're a beginner or 
an intermediate player, you will find Maurice Ashley 
Teaches Chess a valuable program to own. 

One of the first things you'll notice after 
installing the CD-ROM is that Ashley comes across 
as a fun and very likable guy. There's no heavy 
gray-cell killing liturgies here on chess gameplay. 
The mood is upbeat and fun. He starts off with the 


There are 15 new missions for you to undertake 
in C & C: The Covert Operations. 


When you're ready, choose your favorite chess 
board like the one using Greek Gods. 


very basics of explaining all the pieces and then 
proceeds from there into gameplay. Each area of 
explanation comes with interactive areas where you 
can practice what Ashley has just explained. These 
challenge areas are an effective means of teaching 
and learning. He also uses video chalkboards just 
like football announcers on television to show you 
how to visualize the chess board, to spot strong 
and weak areas and how to move your pieces 
accordingly. 

| found the 10 interactive grandmaster games to 
be very interesting, and the chess engine seems to 
be solid for the intended user. This is the only CD- 
ROM of its type endorsed by the Professional 
Chess Association. Maurice Ashley Teaches Chess 
gets my recommendation. CGR 


WEB ADDRESS 


http://www.davd.com 


Distributor: Davidson & Associates 
Phone: (800) 457-8357 

System Requirements: Windows 
Price: N/A 


PC ENTERTAINMENT MURPHY AWARD 
“Best Use of Live-Action Footage” 


AN ALL-VIDEO NAVAL 
TECHNO-THRILLER ON 4 CD-ROMS 


Distributed by Broderbund Software. 
Available at your local software retailer 
or call 800.327.1367 to order direct 
http://www.tsumedia.com 
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pring has sprung and you might 
be in the mood for a new auto- 
mobile. If so, the Consumer 
Reports Cars: The Essential 
Guide is a must-have. No one has 
a better name in giving consumers the real 
story behind products and services, and this 
CD-ROM is no exception. Of course it is fun 
to take a Sunday afternoon and go out to 
the car lots and take a look around, but you 
can save yourself some unnecessary steps 
by using this CD-ROM first. Creative 
Multimedia has done an excellent job of 
putting together a usable and powerful 


Cars: The Essential Guide has thousands 
of pictures of cars and trucks. 


database which still retains a very friendly interface. 

Cars does contain an extensive database of ratings, recommendations and unbiased 
judgments on cars, minivans, pickups and sport utility vehicles of more than 7300 makes, 
models, body styles, new and used from 1987 through the 1996 model year. One area 
which 1 really liked was the Predicted Reliability and Frequency-of-Repair information. You 
will be able to see how different parts hold up. These parts are numerous but include 


things like the electrical system (have you 


had to find your fuse box lately?) or drive 


trains. Not all that glitters is gold and 


Consumer Reports Cars really does sort the 
pyrite from the gold. 
If you are serious about your car 


shopping, you can sort the database by a 
variety of preferences including cost, gas 


mileage and ride comfort among a host of 


others. Other Cars goodies includes some 
30 minutes of interactive video that helps 


prepare you for sales pitches and how to 
inspect a car (which is invaluable if you plan 


on buying a used car). Then there is another area where you get the rating and last word 
on auto products and accessories. What could possibly be better than this CD-ROM? In 
this case only one thing, and that is the price. You can get Consumer Reports Cars: The 


Essential Guide for about 20 bucks. CGR 


Distributor: Creative Multimedia Phone: (503) 306-4351 


System Requirements: Windows Price: $20 


WEB ADDRESS 


http://www.creativemm.com 


Generation War: Near Dead 


ow for something totally 

different. It was only a matter 

of time before this was done, 

but writer/director Phil Flora 
is the first, to the best of my 

knowledge. Flora has made a movie for 
the computer using nothing but computer- 
generated sets. The film is called 
Generation War: Near Dead and has all the 
very latest in computer-generated effects 
and sets like its blockbuster silver screen 
cousin Joy Story, virtual stunt doubles as in 
Judge Dredd and Terminator II, multilevel 
composites like in Star Wars and matched 
moves like in Forrest Gump. “Nearly every 
special effect in Hollywood's bag of tricks 
is now achievable on a personal comput- 
er,” says Flora, “and Generation War: Near 
Dead has them.” The actors, on the other 
hand, are alive and kicking. 

The 30-minute movie takes place in 
2025 America after the government has 
gone bankrupt and corporations pretty 
much rule the roost. These corporations 
have moved off-shore and made their own 
little island countries in unclaimed areas of 
the ocean called Data Havens. America 
has few or no jobs and just about every- 
body is on welfare. Young people are 


forced to volunteer for work assignments 
for seven years in the national service 
corps and there is a whole new police 
force that runs down the kids who avoid 
the service. These slackers are called 
Delinks and the movie concerns itself with 
one of these Delinks getting nabbed by 
kiddie cops and being rescued by some 
fellow slackers. This is the beginning of a 
full-scale generation war. 

Over 40 sets were modeled and 
digitized for the movie, and one of the 
sets—New Washington—has nearly one 
million polygons, more than most of the 
Toy Story sets. The movie will play on any 
486 running Windows 3.1 or Windows 95. 


Paper Animal 
Workshop 


Do you remember the cop 
Decker from Blade Runner? 
Remember how he was always 
making paper animals? There is 
now a CD-ROM that takes you 
step-by-step in mastering the 
craft of origami. The CD-ROM is 
called: Paper Animal Workshop. 

Paper Animal Workshop fea- 
tures 3-D animations adapted 
from advanced CAD software 
which is the same found in 
PAW’s predecessor The Greatest 
Paper Airplanes. Two of my 
favorite CD-ROMs, GPA and 
PAW, were-developed by the 
great team at KittyHawk 
Software. You can follow the 
animations to learn how to fold 
paper animals and you can print 
out designs to help you along. 
Get this CD-ROM now to create 
a crow, a crane or a turtle among 
many others. 


Distributor: SAP Phon 0) 711-0582 


Generation War: Near Dead is in the stan- 
dard Microsoft Video for Windows format, 
but you will need to follow the directions 
to install the movie and get the best view. 

We can debate the merits of the story, 
which | thought were okay. My only real 
complaint were some scenes, like in a 
corridor, etc., seemed to be a little too 
long. Otherwise, the movie looks good and 
the acting was surprisingly spot-on, even 
though Flora says he will use SAG actors 
for the next movie. Flora tells CGR that he 
is going back and making some enhance- 
ments like redoing it at 30 fps so it will 
play better in 640x480 screen modes. He 
also says work is beginning on the sequel 
which will be called Belt Wars. In addition 
to the CD-ROM movies, Flora says he has 
just put up a new Web site that compli- 
ments the movie story but in a graphics 
and stills format similar to a graphic 


novel CGR 


WEB ADDRESS 


http://www.webmovie.com 


Distributor: Phil Flora Phone: (500) 44-MOVIE 
System Requirements: Windows 
Price: $14.95 
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Subscribe to EGM now 
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get the hottest video 
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Hottest Tips of all time, 
an exclusive guide packed 
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elsewhere, and a trial 
copy of EGM2" All FREE 
with your paid order. 
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Sinkha 


t's been almost three years 
now since | began reviewing 
non-gaming entertainment 
titles for CGR and | believe this 
is the first time that | have been 
totally blown away by a title. In this case, 
it's Sinkha, a graphic novel on Macintosh 
CD-ROM that will be soon released for 
Windows. But it is much more than a 
graphic novel, because it has a stunning 
presentation of rendered graphics and ani- 
mations made with Strata. Strata is a sys- 
tem which rivals Silicon Graphics 
machines; just look at the pictures on this 
page to get an idea of the take- 
your-breath-away effects. 

Sinkha is the work of 
renowned science-fiction artist 
Marco Patrito. Patrito is known 
for his graphic novels and this is 
the Italian native's first attempt 
at porting his startling futuristic 
vision over to the computer. He 
has done it with a resounding 
success in my eyes. 

As you install the game you 
will need to check the version of 
Quicktime you're using because you will 
definitely have to have the latest version in 
order to run it. After an easy and lightning- 
quick install, the fun begins. You'll see from 
the very beginning that this is more than 
just watching something on a computer 
screen. The sounds are as rich and as 
textured as the graphics. From the opening 


9 A The graphics for Sinkha were created 
using a Strata graphical workstation. 


just look at., this 


page to get an idea of 


the take-your-breath- 
away effects." 


fly-by of the mountains you'll be drawn 
into a revolutionary world that Patrito has 
created. This world is dark and bleak with 
a human population weighed down by 
despair as heavy as the haze from sul- 


phuric acid clouds that surround the world. 


Soon we meet the mischievous young girl 
Hyleyn who is desperately searching for a 
way out of her miserable existence. It is 
when she happens upon the Sinkhas that 
her destiny takes a new path. The Sinkhas 
are gods to the people of this planet and 
they are much more advanced than any 


human. They aren't human, but when one 
of their ships lands on Hyleyn's world, a 
Sinkha in a male form catches the 
voyeuristic eye of the precocious Hyleyn. 
She soon talks the Sinkha into taking her 
with him when they blast off, but little does 
Hyleyn know that more adventure, a la 
Aliens, waits for her on the Sinkha machine 
world. A dark force lies deep in the Sinkha 
home-world and nothing will be the same 
when it wakes up. 

This captivating story is illustrated 
beyond anything you have seen to date. 
There is text, static pictures and amazing 
animations. Be sure to watch for little 
things in the animations like the people on 
the bridge and their light source or the fish 
in the pond. Both the fish and the water 
are spectacular to watch. It took Patrito 
three years and tens of thousands of hours 
at his computer (in his Beinasco, Italy 
home) to bring Sinkha to life. The combina- 
tion of science and art has reached a new 
level of quality with this truly 3-D multime- 
dia graphic novel distributed by Mojave. CGR 


MOJAVE WEB ADDRESS 


http://www.mogames.com 


Distributor: Mojave 
Phone: (801) 652-5267 
System Requirements: Macintosh Price: $49 
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Turtle Beach 8x CD-ROM Drive TBS-8010 


This Drive is No Turtle 


peed seems to be the most 
sought-after element in 
any computer solution, 
be it processor speed, 
video speed or drive 
speed. Nowhere is that 
more noticeable than the 
CD-ROM drive market, where 
just a scant two years ago we saw double- 
speed CD-ROM drives as the be-all and 
end-all of the computing world. Well, all of 
that's behind us now. Quad-speed drives 
hit the market en masse at the end of 1994, 
and sales of PCs for personal use hit an all- 
time high. You can hardly find a game on 
the shelves these days that will even accept 
a single-speed drive as part of its minimum 
system requirements; double-speed is con- 
sidered the low-end of the market. Since 
the advent of CD-ROM drives, we've seen 
single-, double-, triple-, quad-, hex- and 
eight-speed drives hit the streets. Originally 
they all used their own proprietary interface 
schemes, with Mitsumi, Panasonic and 
Toshiba interfaces leading the pack. Over 
time, there has been a migration to the IDE 
(Integrated Drive Electronics) specification; 
this is the spec you find on most modern 
hard drives. What this means is that you 
can hook up your CD-ROM drive directly to 
the motherboard connection for an IDE 
drive. Almost all PCs have one, and some 
have two. Of course, any CD-ROM drive 
that you buy will come with an interface 
card that will be compatible with the ISA 
(Industry Standard Architecture) bus; some 


mmm 10096 Faster than a 4X-First 8X Drive on the Market 
тэ Works as a CD audio : 


«1200 KB/sec. Transtar Rate 


H. ert DE inten! CHROM Dive ~ Ieh Seek Тин 


specialty drives may even include a PCI 
(Peripheral Component Interconnect) bus 
card. 

The Turtle Beach 8x CD-ROM Drive Kit 
gives you an exceptional drive. Not only 
does it offer true 1200KB/sec data transfer 
performance, it also has the fastest seek 
time l've run across on any CD-ROM drive: 
140 milliseconds. Mix in a 256KB buffer 
and the fact that the drive conforms to the 
Enhanced IDE spec, a faster, backward 
compatible version of the straight IDE spec, 
and you have a real technological winner. | 
checked this drive out with several different 
game installation programs which included 
a CDD speed test as 
part of their regular 
setup routine; all of 
them reported transfer 
rates that were right in 
the ballpark of 


anything other than DOS 6.2 or better, you'll 
never be able to install this drive. It requires 
MSCDEX version 2.23 in order to run prop- 
erly, and this version of MSCDEX works 
only in DOS 6.2 and up. By the way, the 
"and up" portion of that sentence includes 
Windows 95. If you have a second IDE con- 
nector on your motherboard that has noth- 
ing connected to it, | highly recommend 
bypassing installation of the interface card 
altogether. It will conflict with the second 
IDE port, and who really needs to use a slot 
when you don't have to? Simply connect 
the interface cable to the free IDE connec- 
tor on the motherboard, hook up the CD- 


“Not only does it offer true 
1200KB/sec data transfer, it 


таван some tree. ALSO has the fastest seek time 


ware utilities I’ve laid my 
paws on recently also 
returned good results. 
The drive's price is in the general neigh- 
borhood of reasonable, although I think it 
runs a little high. However, it could hardly 
be called unreasonable, considering that 
quad-speed drives are currently running in 
the neighborhood of $200+. Included in the 
bundle is the 1996 version of the Grolier 
Multimedia Encyclopedia and the Turtle 
Beach Systems Internet CD-ROM, which 
gives you instant access and setup for an 
Internet account. Totally uninspired bundle, 
but that's that. 
Installation is a snap, with one 
caveat. If you're one of those 
"Iron Horse" types who runs 


^ An exceptional offer 
of speed versus price, 
the TBS-8010 is the best 
drive I’ve seen. 


I've run across..." 


ROM as detailed in the manual, and install 
the software. If you don't have a second 
IDE connector on your motherboard, install 
the interface card. Windows 95 users: 
Installation is somewhat different for you; 
refer to the instruction manual for assis- 
tance. The manual, by the way, is one of the 
best l've ever seen for a hardware product, 
despite the poor quality paper it's printed 
on. Extra bonus: A small double-headed 
screwdriver comes with the kit, so you don't 
even need your own tools. It's the little 
things in life... 

The only problem I've run into with this 
drive is its rotational speed, and it has more 
to do with CD-ROM manufacturing than 
with the drive itself. Occasionally you'll get 
a CD that is not quite up to spec in bal- 
ance. As a result, the drive will rattle and 
occasionally misread with an unbalanced 
CD in the tray. Like | said, it has nothing to 
do with the drive, and everything to do with 
the disc. Just keep an ear out for the telltale 
rattle and hum; whenever you hear it, check 
the disc carefully for irregularities and/or 


debris. CGR 


WEB ADDRESS 
http://www.tbeach.com 


CGR Rating 93 


Manufacturer: Turtle Beach Systems 
Phone: (717) 767-0200 Requirements: DOS 6.2+ 
Price: $400.00 


Hardware —— 


Slip-Gliding Away 


hen | got this in, | thought it'd be 

great for MechWarrior 2. Boy, was 

| wrong. However, credit where 

credit's due. It does a terrific job in 

Windows. | checked the Glidepoint 

out with both Windows and DOS games, 
and found that, while it's wonderful for 
Windows, its performance in DOS is mixed. 
The reason, of course, is the greater variety 
of DOS games. Most Windows games are 
fairly static, so mouse control at speed isn't 
really called for. | checked out several DOS 
action games that can use a mouse: 
MechWarrior 2, Duke Nukem 3D, et al. In all 
cases the mouse control was not nearly 
good enough, but if you run primarily strat- 
egy-type titles, such as wargames, SimCity 
and the like, the Glidepoint is not a bad lit- 
tle setup. Perhaps Alps should think about 
making a serial port data switch so you 
could use your mouse, too. 

Okay, so I've covered most of the primary 
control problems | had with the keyboard. 
The keyboard itself is a 105-key setup with 
several remappable keys. The split spacebar 
at the bottom of the unit is interesting 
because you can use one half of it as an 


alternate backspace key. The other features 
of this unit are more geared to the serious 
Windows user rather than the gamer, but 
you should know what you might be miss- 
ing. The two Windows keys along the bot- 
tom row allow you to either call up the task 
manager or any Windows executable with a 
single press. There's also an application key 
that will allow you to launch an application 
from within Windows (in Windows 95, this 
key has some special functions; check the 
documentation for details). Neither the 
Windows keys nor the Application key work 
in DOS. The Glidepoint touchpad is 
well-suited to working within 
Windows, and | found it to 
be a nice departure 
from the mouse. 

The keys are soft- 
click, meaning they 
won't get your spouse 
or spousal equivalent all 
riled up at the clackety- 
clacking noise you make 
from playing on those "spe- 
cial" Internet chat lines late at 
night. Okay, just kidding. But 


the feel is pretty nice. 

All in all, I've got to admit that | like the 
functionality this board provides in 
Windows. But for serious DOS gaming, I'm 
still going to unplug the touchpad unit 
and plug in my good old dependable 
mouse. CGR 


WB ADDRESS 
http://www.alps.com 


The Glidepoint is great 
for Windows users, but DOS 


CD Datinn 2 nan "ax Ë Š 
(GR Rating JJ(DOS) 95 (windows 3.1) (Windows 95 - not rated) 


; gamers will feel left out. 
Manufacturer: Alps Electric Phone: (408) 432-6000 Price: $129.95 


52 


OT DISK AGAIN. 


Type 'install' and you're done. The Game Doctor scans your system for 
information about your hardware and uses it to build effective startup files. 


Every time you start your computer you will be presented with a menu of configuration choices (e.g.: Old Configuration, Windows, DOS, 
Games or Custom). Just pick the configuration that fits. No more making boot disks or Windows 95 shortcuts. 


Make your own additional configurations that automatically launch games at startup -- all you do is pick from the menu! 


ORDER NOW!: 1.800:550.6674 


Visit us on the internet: http://www.tcel.com/~gdoc 


The Game Doctor 
P.O. Box 611764 

Port Huron, Michigan 
48061-1764 


МОКЕ 


eff AEF htt ORE” 


The 
World's Leading 


Internet Gaming 
Site 


Steer Clear 


egardless of the price, here's 
a product that should be 
avoided at all costs. Though 
not nearly as bad as the 
Demon Destroyer Gunn, a prod- 
uct which still causes me to shiver 
involuntarily whenever | so much ав 
think about it, the Per4mer Turbo 
Wheel is still pretty high on my list of 
products to give to people I hate. But 
let me bottle all of this vitriol up inside 
for a moment so that | can tell you 
what the Per4mer purports to be. 

The Per4mer Turbo Wheel is a dri- 
ving wheel that has eight buttons, four 
on the wheel itself and four on the 
"virtual dashboard.” The wheel has 
about a 50-degree lock-to-lock, which 
is a good range of movement. The 
base has a decent-sized footprint for 
stability. The unit plugs into the joy- 
stick port on your machine. So what's 
got my goat? 

Basically, it doesn't perform up to 
gamers' needs. Disregarding for the 
moment the fact that the device 
stopped working after only one race in 
Megarace, the game that comes bun- 
dled with it, let's take a look at the 
design. The two thumb switches on 
the front of the wheel act as the Y-axis 
of the device. For acceleration and 
braking, this works out pretty well. 
Unfortunately, it has flush-mount but- 
tons (corresponding to the fire buttons 
on a two-button joystick) on the back 
of the thumb-switch mounts; they are 
extremely uncomfortable to use, as 
you must overextend your fingers or 
rest them in an unnatural position to 
have quick access to them. The four 
buttons on the base of the device are 
an interesting blend of functionality 


and design. The two left-hand buttons 
have nothing to do with any joystick 
l've ever seen; they're there to mimic 
the up and down arrow keys on your 
keyboard. This makes them useful for 
menu selection, but they otherwise do 
nothing. The two right-hand buttons 
correspond to the third and fourth fire 
buttons on your average four-button 
oystick, and are only moderately diffi- 
cult to reach. The base design is also 
poor; it's front-heavy, and the slightest 
weight or pull on the wheel causes it 
to tip over into your lap. The rubber 
eet on the bottom of the base do little 
to counteract any slide problems you 
might have from pushing or pulling on 
he wheel. 
While the joystick calibration was 
dead-on, the first Per4mer | tested out 
failed to maintain its initialization in 
any of the games | tried it with. 
Fortunately, SC&T International, the 
distributor, had also sent one to the 
folks over in EGM. Why? | don't know. 
What | do know is that | experienced 
exactly the same thing with this sec- 
ond unit. | rather suspect that the 
components aren't exactly military 
grade, if you follow my meaning. As a 
last jab, the price is way too high; I 
wouldn't even consider paying for a 
product as poorly designed and 
implemented as this seems to be. CGR 


WEB ADDRESS 
http://www.platinumsound.com 


CGR Rating 10 


Manufacturer: Home Arcade Systems, Inc 
Distributor: SC&T International 
Phone: (602) 470-1334 Price: $81.99 


The Per4mer does for race games what rear-end collisions do for a Pinto. 
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Nuts & Bolts 


Computer Game Review May, 1996 


By Kelt Reeves 


FOUR MEGS OF VRAM WILL NOT MAKE NAVY FIGHTERS PLAY FASTER 


If 1 had a dollar for every dollar that has 
been wasted on extra video RAM for 
gaming I would...have a lot of dollars. 


The sad truth is that many people are under the impression that 
eight Megs of VRAM on their video card will make a game play 
faster than 1 Meg of DRAM. This is untrue in almost all cases, but it 
sounds like it should work. VRAM is faster, right? More RAM is bet- 
ter, right? 

Let me begin by explaining the basic difference between DRAM 
and VRAM on a video card. First off, not all RAM on video cards is 
VRAM (VideoRAM). Many people mistake video RAM (meaning 
any RAM on a video card) for VRAM. This is mainly the fault of 
video card manufacturers. They often refer to something like "two 
megabytes of video RAM" on one part of their product's box, only 
to print "dynamic RAM" somewhere else. Sometimes they pur- 
posely don't print what type of RAM they're using, which almost 
always means the less expensive DRAM. 

The functional difference between DRAM and VRAM is in the 
way that these types of memory read and write their data. DRAM 
must read, then write while VRAM can read and write at the same 
time. This is why VRAM is sometimes referred to as dual-ported 
VRAM. Data can be read from one port while writing to the other. 
The practical effect of all of this is that VRAM is much faster than 
DRAM. 

So why won't VRAM help your game? Well, it won't help any 
DOS-based games. At the time of this writing there are still 
extremely few native-mode Windows games. Many Windows 95 
games that are currently out actually just open a DOS session. 
Actual Windows applications can be helped by VRAM, and I'll get 
to that in a minute. The basic reason that VRAM won't help a DOS- 
based game is that DOS-based games are almost universally only 
256 colors. Consequently, they don't use the memory on the video 
card very heavily at all. How the card's graphic co-processor runs in 
a DOS environment is much more important. 

Here's the big secret of what memory on a video card is used for: 


“Where a VRAM card can 
really pay off is in Windows 
performance." 


colors. 256 colors at resolutions up to 640x480 require less than one 
megabyte of video memory! One megabyte of video memory can 
produce up to 16.7 million colors at 640x480 on some cards. 
However, 16.7 million colors at 1024x768 resolution requires four 
Megs of video RAM. 

Those really expensive four Meg (and higher) VRAM cards were 
designed for desktop publishers, photo editing, 3-D modeling and 
other applications that require both high resolution and high color at 
the same time. Sadly, we're still a long way away from games at 
1024x768 at 16.7 million colors. So is having one of these mon- 
strously over-capable video cards a bad thing? Usually, it just means 
that you overpaid if you bought it mainly to play games. However, in 
some cases these cards were designed only with Windows and spe- 
cialized 3-D software in mind, and their gaming performance is actu- 
ally worse than much less expensive cards. 

Where a VRAM card can really pay off is in Windows performance. 


Our testing has shown roughly a 3096 increase in speed in Windows 
performance between VRAM and standard DRAM given the same 
brand of video card. | say "standard" DRAM because the new EDO 
(Extended Data Output) DRAM is almost as fast as VRAM for many 
Windows applications. But beware of cards claiming to have EDO 
VRAM installed. At the time of this writing we haven't seen any per- 
formance increase in the supposed "EDO VRAM" above standard 
VRAM. At this point it may just be misleading marketing hype. 

So where does all this technobabble leave you, the consumer? 

When you're considering purchasing a new video board, ask your- 
self the following questions: 


What is my primary reason for wanting this new card? 
If it's to play DOS-based games, one or two Megs of DRAM or 
EDO DRAM is plenty. VRAM won't help here. If it's to run Windows 


€ Video cards can help and hinder graphic performance. 


or 3-D applications, look for VRAM for greater speed. 
Do 1 need to do true color (16.7 Million) work, or might 1 
in the future? 

If so, then decide what the maximum resolution you might want to 
work in is. Remember that you may want a larger monitor in the 
future. Just because 1600x1200 resolution would be ridiculously 
small on your 15" monitor doesn't mean you should deny yourself 
the capability if you decide to win the lottery and buy that nice 37" 
monitor you've had your eye on. 


How much video RAM do ! need to support the resolution 
1 want in true color? 

This varies slightly according to the card manufacturer, but the 
basic rules are these: 


640x480 @ 16.7M - 1 Meg 

800x600 @ 16.7M - 2 Megs 

1024x768 @ 16.7M - 4 Megs 

1280x1024 @ 16.7M - 4 Megs (only certain 
manufacturers have this capability) 

1600x1200 @ 16.7M - 8 Megs 


The most important thing to remember is not to limit yourself. If you 
think at some point you may need four Megs of VRAM, go for it. It'll 
be more expensive to change your card later if you don't get enough 
capability. Now that you know what the different types and amounts 
of video memory will do for you, you can avoid paying for memory 
that won't help your game. 
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Computer Game Review May, 1996 


Computer 


@ = Excellent ФӘ = Good Q = Average = Роог О = Ваа è Earthworm Jim e ESPN® Extreme Games * Defcon 5 


Software Roundup 


Title Developer Distributer Phone # Originality Playability Visuals Audio Manual Overall Score 
Arcade America 7th Level 7th Level (212) 437-4858 9 ә ә ә ә 7 5 
April 1996 Issue Saturday-morning cartoon arcade-action from 7th Level. Help Joey find his pet monsters and make it in time for a rockin' concert at Woodstock. 
Cybermage D.W. Bradley Origin (512) 434-4263 0 э 9 9 e 6 4 
March 1996 Issue Battle evil corporate conglomerates in the far future in this first-person perspective, 3-0 DOOM-style action-adventure game. 

Cyberspeed Mindscape Mindscape (415) 897-9900 © 9 9 9 9 47 
April 1996 Issue Take to the cockpit of your futuristic rocket sled and compete for first place against a variety of other pilots in this fast-paced racing game. 

Defcon 5 Nova Spring Vic Tokai, Inc. (310) 326-8880 0 29) ә ә ә 5 9 
April 1996 Issue As a cyberneer working for the Tyron Corporation, you'll have to escape an abandoned space station before alien Beserkers invade it. 

Earthworm Jim Kinesoft Activision (310) 473-9200 9 e e ә 9 7 8 
March 1996 Issue Transformed by а super-cyberspace suit, Earthworm Jim must rescue the lovely Princess and defeat the ominous Queen Slug-for-a-Butt. 

Extreme Games Sony interactive Sony Interactive (415) 655-8000 ® LJ e ә ә 8 3 
April 1996 Issue Grab a set of wheels and head down the road at top speed in this ultimate test of phsical endurance. 

Locus Zombie GT Interactive (212) 951-3059 @ © © 9 9 4 0 
April 1996 Issue Take-on up to 8 other players in this futuristic arean-based, goal-scoring game of the future 


Rayman UbiSoft UbiSoft (415) 332-8749 Ф e e ө ә 8 1 
March 1996 Issue Rescue the Great Protoon from the evil Mr. Dark and restore peace to the wonderful world of Rayman 


Road Warrior GameTek GameTek (305)935-3995 @ ә ә ә 9 4 0 
April 1996 Issue Hop into a modified taxi cab and enter into a futuristic smash'em up derby where you get points for the number of casualties you inflict. 


Shockwave Assault Paradox Dev. Electronic Arts (415) 571-7171 О 9 + ә ә 72 


April 1996 Issue As the last hope for mankind, you must save the Earth from a race of hostile aliens in this action-packed arcade shooter. 


Super Sweet Fighter Capcom Capcom (408) 774-0500 © o 9 9 9 50 


April 1996 Issue Challenge 16 different street-fighters to some serious hand-to-hand combat, then work your way up through the ranks to take the title. 


Tempest 2000 Atari Atari (408) 745-2000 © e 9 e e 7 7 
March 1996 Issue Put your reflex skills to the ultimate test with this age-old arcade favorite from Atari 


TemindfuueShxk Bethesda Softworks Bethesda Softworks (301) 926-8300 © 9 9 9 9 5 8 
March 1996 Issue As a soldier in the resistance lead by John Conner, it is your job to help destroy the forces of SkyNet in this futuristic, sci-fi shooter. 


* The Real Deal 
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Title Developer Distributer Phone # Originality Playability Visuals Audio Manual Overall Score 
————M——— U MÀ 
Card Players Paradise American Laser Games American Laser Games (505) 880-1718 © ә ә 9 9 73 

March 1996 Issue Play some of your favorite card games aagainst some the world's best card players. Games include Rummy 500, Pinochle, Bezique and more! 


Commodore 64 Pack Activision Activision (310) 473-9200 © ә e O ә Б 3 


April 1996 Issue Reminisce with some of your old-time favorites from the Commodore 64 days in this compilation for Windows '95. 


Island Casino GT Interactive GT Interactive (212) 726-6500 © ә ә ә ә 8 1 
March 1996 Issue Travel to the luxurious E San Juan Hotel and Casino and place your bets with any of Island Casino's 25 different casino games. 


The Real Deal Mindscape Mindscape (415) 897-9900 © ә ә ә ә 8 3 
March 1996 Issue Deal yourself in with 10 classic card games including Whist, Hearts, Spades, Euchre, Oh Hell, Pinochle, Cribbage, Crazy-Eights and Auction Pitch. 


Tang Chi Capcom Capcom (408) 774-0500 ® ә E o ә 6 4 
March 1996 Issue Challenge your visual puzzle-solving skills with the ancient Chinese puzzle game known as Tang Chi. 


TriTryst Virgin Interactive Virgin Interactive (714) 833-8710 9 e Ф ә 9 86 
March 1996 Issue Become hopelessly addicted to the mind-boggling game of TriTryst by arranging blocks within customizable game boards. 


Game Review" 


* Ripper * The Beast Within 


* Chronomaster 
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ДОУеПШТте REG 


Title Developer Distributer Phone # Originality Playability Visuals Audio Manual Overall Score 


Angel Devoid Electronic Dreams Mindscape (415) 897-9900 9Ф ә % ө e 7 9 
April 1996 Issue Masked by the identity of a wanted killer, you must evade the authorites, find the real Angel Devoid and prove your innocence in this action thriller 
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The Beast Within Sierra Sierra (206) 649-9800 9 e e e e 9 4 
March 1996 Issue Gabriel Knight returns in The Beast Within, a spine-tingling mystery in which you must confront the horror of a werewolf in Munich, Germany. 
Chronomaster DreamForge Capstone (305) 373-7700 д ө ө ө e 8 8 
March 1996 Issue Take a ride into the future in this sci-fi adventure game created by Roger Zelazny and Jane Lindskold 

Ripper Take 2 Interactive Таке 2 Interactive (800) 728-2532 ФӘ e e e NA 92 
April 1996 Issue Track the trail of a historical killer who has made his way into the 20th century in this terrifying 3-D adventure game 

S.W.A.T. Sierra Sierra (206) 649-9800 Ф 9 e e e 6 8 
March 1996 Issue Join the LAPD SWAT force and rid the city of crime and corruption in this informative, yet adventure-like, police simulation game. 

Touche’ U.S. Gold U.S. Gold (415) 693-0297 Q e ә ә 9 80 
April 1996 Issue Assume the role of Geoffri Le Brun, a young officer with the Royal Musketeers, as he begins his adventure of mystery, fun and romance. 


@ = Excellent ФӘ = Good Q = Average S poor О Bad 


Title Developer Distributer Phone # Originality Playability Visuals Audio Manual Overall Score 
IndyCar Racing ii Papyrus Virgin Interactive (714) 833-8710 © e e e e 9 4 
March 1996 Issue Get behind the wheel of a high-powered Indy race car and put your driving skills to the ultimate test of high-speed racing 

PBA Bowling Bethesda Softworks Bethesda Softworks (301) 926-8300 © 9 9° 9 91 7 1 
March 1996 Issue Grab your bowling shoes and head out for the lanes with PBA Bowling where your 300 game is now only a few mouse clicks away. 

Pool Champion Bitmasters Mindscape (415) 897-9900 9 e e e e 89 
March 1996 Issue Live the life of a pool shark in this graphically realistic pool simulation game that allows you to pick your opponent and win a few bucks 

UR 96 Sport Accolade Sport Accolade (408) 985-1700 © ә e e e 77 
March 1996 Issue This next-generation footbal simulation game provides you with the statistics of over 700 NFL players, superior graphics and improved Al 

Ultimate Challenge Сой Friendly Software Grollier (203) 797-3530 @ ә ө ә ә 64 
March 1996 Issue Join PGA professional Greg Norman in his own golf simualtion game set on the Medalist Golf Course. 

Wayne Gretzky Time Warnerr Time Warner (408) 434-3700 @ 9 9 9 9 5 1 
March 1996 Issue Wayne Gretzky and the NHLPA All-Stars make their way onto your PC for some serious stick-slapping, board-banging action 


® Battleground: Gettysberg * Battle Isle 2220 ® Allied General 
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Allied General SSI Mindscape (415) 897-9900 9 ә ә ә ә 9 1 @ 

March 1996 Issue Take control of your armies as general of either the Allied or Axis powers in this WWII strategy war game. E 

o 

Battle Isle 2220 Blue Byte Blue Byte (708) 539-7950 9 e ә ә МА 8 1 5 

April 1996 Issue Help Caro rebuild the Empire from the ashes of Drullian treachery in the the distant future. з 

Battlegrounc: Gettysburg TalonSoft Empire Interactive (301) 916-9302 9 e e ә ә 82 5 
March 1996 Issue Relive the three most bloody days of the Civil War during a crucial turning point of American History 


Warhammer Mindscape Mindscape (415) 897-9900 9 ә ә ә ә 80 
March 1996 Issue in this Warhammer sequel, the Shadow of the Horned Rat, you will be given the opportunity to become the most powerful mercenary of the land 
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Computer Game Review May, 1996 


By Frank Snyder 


CONFESSIONS OF A DEATHMATCH JUNKIE 


Duke Nukem3D Anyone? 


Even though DOOM is considered to be 
the most successful game ever created for 
the PC, few have experienced the other 
side of this game known as DeathMatch®. 


Usually played with no monsters against one other person over a 
modem/serial connection, or against three other persons via an ЇРХ 
network, DeathMatch is the ultimate test of nerves, marksmanship 
and outright luck. 

Over the years, DOOM clones have made their way into the mar- 
ket supporting multiple-person gameplay in an effort to attract dedi- 
cated DeathMatch players such as myself. Ever since my first 
DeathMatch experience with the original DOOM back in 1993, I've 
been hopelessly addicted. When DOOM II came out in 1994, the 
introduction of the Super Shotgun was immediately deemed an 
improvement and accepted as the weapon of choice. The Super 
Shotgun was incredibly lethal and would take down a player in 
one shot at close range. The only drawback was that it suffered 
from an increased reload time, so if you missed your opponent 
with the first shot, they would have more than enough time to get 
their bead on you and return fire before you could get off another 
round. With its minor improvements over the original, it seemed at 
the time that DOOM II was going to be the hottest game for a 
long while to come. 

Heretic was the next game to make its way onto our hard dri- 
ves, offering more diversity in terms of gameplay than anything 
else at the time. Set in a medieval-fantasy world, it gave you a 
variety of spells and unusual weapons. Plus, you could collect 


"Duke Nukem3D has added several 
useful toys and many features that 
enhance the DeathMatch experience." 


different power-ups and use them whenever you wanted instead of 
having to use them right when you picked them up, as was the case 
in both DOOM and DOOM II. Heretic also introduced the ability to 
fly above your opponents and attack them from the air. The Egg 
Ovum was another improvement to multiperson gameplay, which 
when used properly, would turn your opponent into a chicken for a 
moment of extreme humiliation and a quick kill. What more could a 
DeathMatch junkie ask for? 

360-degrees of freedom in movement soon followed with Descent, 
and let me tell you from experience that this is by far the most chal- 
lenging game to play in multiplayer mode. Set in space, deep within 
the dark mining tunnels of planets and moons, you piloted a versatile 
spaceship in 3-D, first-person perspective. Descent offered a wide 
variety of weapons to obliterate your opponents, but | found myself 
concentrating more on navigating my ship rather than accumulating 
kills. An incredible game, nonetheless, but multiplayer mode takes an 
incredible amount of skill to survive. So my friends and | soon found 
ourselves back playing DOOM II and Heretic. 

Apogee and id, having previously created the entire genre with 
Blake Stone and Wolfenstein 3-D, respectively, many years before 
DOOM, responded to the onset of popular DOOM clones with Rise 
of the Triad which featured more weapons, characters, blood and 
gore, and it was the first DOOM clone to support network play for 
up to 16 players. The only problem with RotT was that there was just 


too much stuff for any experienced DeathMatch player to deal with. 
Here you had fire-and-forget weapons of incredible destruction that 
required absolutely no skill to use. Our "frag" count went up, but our 
overall appreciation for this game went down since just about any- 
one could kill you. Back to DOOM II and Heretic we went... 

In the fall of last year, the sequel to Heretic, Hexen, was released 
and looked to be the cruelest DOOM clone yet—and it was. Not only 
was it incredibly difficult to play against the stupid monsters in single 
player mode, but equally as difficult to score a “frag” in multiplayer 
mode. This was the one major problem with playing Hexen in 
DeathMatch; because Hexen depended so heavily on close-quarters 
combat (only the more powerful weapons were long-range, whereas 
the default weapons, with the exception of the Mage, were all close 
range), you spent most of your time chasing your opponents around 
trying to get up close to them so you could hit them with your 
gauntlets or stick. And often was the case that whoever picked up a 
ranged weapon first would determine the outcome of the game. 


9 Consider yourself lucky if you get this close to Duke. 


Cruel? Yes. Entertaining? Not exactly. DOOM Il anyone? 

So here | was, believing that it was going to take the second com- 
ing of Christ to convince me that anything could top DeathMatch 
with DOOM II when Duke Nukem3D made its way into my hands. | 
have just three words for anyone who loves DOOM clones and 
DeathMatch; BUY THIS GAME!!! As an experienced DeathMatch 
player, | can hardly express just how impressed | am by it. Let's put 
the outstanding graphics and sound aside for a moment and just talk 
about playability in multiplayer mode. Duke Nukem3D has added 
several useful toys and many features that enhance the entire 
"DeathMatch" experience. The "Holo-Duke" allows you to project an 
authentic image of yourself, which you can manipulate to fool other 
players into believing you're somewhere you're not. The strategic 
possibilities using this feature are unlimited. One of the many 
weapons included with the Shareware version of this game is the 
Pipe Bomb, which you can throw and detonate at will. Consider this 
Situation; your opponent is waiting for you at the bottom of an eleva- 
tor shaft and you want to kill him first... why not project an image of 
yourself onto the elevator and send a Pipe Bomb down with it? 
BOOM! Instant “frag.” You can also jump and even duck in Duke 
Nukem3D to evade fire, and if you take the Steroids, you'll find your- 
self blazing across your opponent's computer screen like the “Flash.” 
The only catch with all of this fluff is that you'll definitely want to 
upgrade to a Pentium so you can take advantage of Duke 
Nukem3D's high-resolution graphics, but you were planning on 
doing this anyway, right? Apogee has opened up new doors for 
DeathMatch play, and | must now regretfully admit that DOOM II 
has finally been bumped from the top spot. Duke Nukem3D anyone? 
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easy-to-use flight controls, 3-D 
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the pilot's seat. Your mission is 
to restore global peace through 
deadly force. 
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CRITICAL 


REACTION. 


The tinai 
MISSION: 


ince the final mission in 
Ghost Bear's Legacy is 
in space, you'll need 
a Mech that can be 
outfitted with jump jets. 
Your assignment is to 
jump from your mothership 
into the small hole in the Wolf 
ship that has been made for you, destroy all 
the mechs onboard and only then knock 
out the on-board reactor and return to 
the mothership. 

Don't be too finicky about which Mech you 
take, as you will only need a couple of jump 
jets for even the heaviest Mech. Since 
the missions in GBL are designed so that 
you have the same Mech for several mis- 
sions in a row, you might be heading into this 
one with any of the heavier Mechs. A Grizzly 
or an Executioner will do nicely as they both 
have jump capacity yet are heavy enough to 
take the punishment you will encounter when 
you emerge from the ship. 

Outfit your Mech with a pair of heavy lasers 
(large Pulse lasers work nicely) to knock out 
the opposing Mechs. Next, load up your Mech 
with some missiles. A couple of SRM-2's 


should be enough-as you will only need them 
for the turrets. Missiles will be used for their 
explosive payload and for their range as some 
of the turrets are a long ways off when you 
start the mission. Also—if you have the room— 
a Phased Plasma Cannon might not be a bad 
idea for taking out targets quickly—just don't 


Assault 


on 


forget the extra heat sinks! 

First and foremost, the very instant 
that the screen comes to life, select 
your missile launcher as your ready 
weapon. Next, hit your jump jets 
and get out of the line 
of fire. Don't be a lead- 
foot though, easy does 
it. There are four tur- 
rets, two directly above 
you, one under the belly 
of the Wolf ship and 
another on the wing that " 


VAY) > 


casar wr ae 


Clan 


Destroy Orbital Platform 


= 


(On 


is off to your right. Their 
rapid rate of fire will give 

you a phenomenal amount of 
damage in very short order. Get 
a lock on the nearest enemy turret 
and hit it with a missile shot. The best 
way to do the targeting is with the 
mouse. Few joysticks, no matter how 
expensive, will be fast enough or sensitive 
enough for the pinpoint accuracy that you 
will need. When you emerge from the 
mothership, there is an enemy turret directly 
above you. Knock it out immediately. To tar- 
get the wing turrets, use a missile shot. 
Once a turret has gone red, move on to 

the next one. You do not need to fully 
destroy the turret, only knock it out of 
commission. This way, by the time your 

ship has opened a hole for you, you 
will be ready to take advantage of it. 


As soon as the turrets are gone, 
take time to gang your 
weapons. Put the two medium 
pulse lasers on chainfire one 
and the large ER lasers on 
chainfire two. Jettison your 
missiles immediately, as 
you'll soon be in the mid- 
dle of a heat- 


ed firefight, and you'd real- 
ly rather not have an 
. ammo explosion in the 
middle of that. Once the 
hole has been opened 
up, there might be a 
Mech that falls out of 
the Wolf ship. 
Immediately target it with 
everything that you have, as 
he might fall past your ship. If 
he falls too far past your ship, he 
will leave the mission zone and you 
will lose. You will have to follow him 
off the ship and target the Mech as it 
falls. Keep in mind that you will have 
to keep within the mission boundaries 
or again, you will lose the mission. The 
mission boundaries are very small— 
past 200 meters in any direction will 
take you off the battle area. As you fol- 
low the Mech off the ship use your 
external camera view once in 
awhile to make sure that you 
are still close to the ship. 
Being over the top of 
the falling Mech, 


you will now be able to target the head effec- 
tively. Hit it with everything in your arsenal; 
don't worry too much about overheating— 
because in the space missions heat tends to 
dissipate more than when planetside. Once 
you have destroyed the falling Mech, get back 
on the ship to replenish your jump juice. An 
important thing to remember when you are in 
combat on a spaceship is that when you turn, 
do it gently. Remember your physics lessons 
about force and motion? If you hit the jets in 
any direction, you will tend to continue to 
move in that direction until something coun- 
teracts the initial force. While this is not per- 
petual motion like it would really be in space, 
it does have an effect on your maneuverability. 
Also if you turn in a Mech, you will move for- 
ward at the same time—and when you move 
forward in space, there isn't much to slow you 


“JUST 
FACEPLANTS 


A FEW HIGH-SPEED 
INTO THE WALLS 


the armor. This is a good time to take a look 
at what's waiting for you inside. As you 
maneuver your Mech toward the hole, you will 
need to go up through it. The fit is tight but 
you will have room to get into the ship. Make 
sure that you enter the ship facing the Wolf 
ship's starboard side, in other words, the side 
that was to your right when you started the 
mission. The entrance to the interior of the 
ship is going to have at least two Mechs—a 
Marauder IIC and an Executioner. There are 
also a Stone Rhino, a Gargoyle and a few 
Executioners onboard, so be prepared for a 
real gunfight. The best way to take down a 
Rhino is to take out its legs. Being a chicken- 
legged Mech, it will have weaker than normal 
maneuvering abilities, and you can use this to 
your advantage by getting in behind it. These 
tactics work well on all enemy Mechs, but the 


Target the belly turrets first, they are 
the closest and the most dangerous. 
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CAN SCREW UP 
YOUR WHOLE DAY...” e 


Y 


of Stone Rhinos 
down and 
you'll end up 
running off the 
ship. 

Once the 
hole has been 
opened for you, 

you can enter the Wolf ship. This takes a 
lot of practice and unless you are a brilliant 
jump jetter, you will need to work at it a few 
times. Be patient and try, try again. This is just 
about the toughest MechWarrior mission 

designed so far. When you get up close 
to the Wolf ship's hull, you will be 
able to target the 'Mechs through 


T 


Horned Owl Nova 


The smallest 

Mech with room 
for both jump jets 
and weapons. A 
very small target 
for enemy guns, 
though, and you'll 

yht at your 

enemies’ leg 


For the truly 
skilled Mech’ 
pilot. It is well- 
armored and 
low-slung, but 
its poor turret 
control makes 
the Nova reliant 
on its pilot’s 
height jump jet control. 


Stone Rhino is easily the scariest of the 
bunch. One thing to remember once you are 
onboard the ship is that you will be knocked 
around by every hit that you take. Stone 
Rhinos especially like to hit targets with their 
cannon assemblies so be ready to get 
knocked on your butt a few times. It can 
become very disorienting so be prepared to 
regain focus on your target as quickly as you 
can. A tactic Ted likes to use on this mission 
is to perform it solely with jump jets. As he 
explains it, hovering a couple feet off the deck 
and strafing the competition is a heck of a lot 
easier than trying to run and turn in a zero-G 
environment. The open area at the entrance 
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Rifleman 


A good choice 
for this mission, 
as it has decent 
armor and 

nt weapons 


Grizzly 

The best choice 
for the п ion. 
Not only does i 

have good pay- 
load capacity, it 
can also turn on 


a dime. Exc: 
armor 
helps m 
winner. 


turning ability, 
which is decid- 
edly poor. 


Y 


Summoner 

This is a good 
choice for the 
novice pilot. The 
Summoner has 
decent control 
and excellent 
payload capaci- 
ty. It has few 
serious short- 


Executioner 
The largest 
Mech you'll 
want to take. 
Other, larger 
BattleMechs 
simply make too 
large and slow a 
target for enemy 
guns, despite 
their power. 
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to the ship is the best place to practice this 
DOOM-style strafing maneuver, hovering on 
jump jets while targeting with the mouse. It's 
totally evil if you do it right, and totally dam- 
aging if you screw it up (just a few high- 
speed faceplants into the walls can screw up 
your whole day.). 

After defeating the Mechs at the entrance 
you can proceed to the reactor room. Upon 
entering the antechamber to the reactor 
room, make sure that you select your target- 
ing radar to pick up the next nearest enemy. 
It will be a Gargoyle that is hiding around the 
first corner on your left as you head toward 
the reactor. You can fight around the room 
keeping a wall in between both of you until 


TOP 


you take him down. Then, as you move into 
the reactor room, you will see the reactor's 
right side contact point first. Hit it twice with 
your medium lasers. This will trigger the 
Rhino inside the reactor room to come after 
you, but will not destroy the reactor core. This 
way, you will not have to enter the reactor 
room proper in order to bring out the Rhino 
as the game is programmed to do. The most 
effective way to take this Rhino out is to 
shoot at him from around the corner and 
from a distance down the hallway. 
Remember: Target its legs; they are very weak 
when compared to the rest of its armor. If you 
are really brave and want to have some fun 
with the Rhino, enter the reactor room proper 


SECRET 


MECHWARRIOR IH 


ACCESS/SUPPORT 


CODES 


When you play MechWarrior II and Ghost Bear’s Legacy, you 
may find yourself in some deep trouble some time, and 
even the strategies won’t help. Here are some words of wis- 
dom to help you out of your dilemma. 


First of all, press Ctr1.—Alt.—Shift while typing: 


blorb: 


Total invulnerability. Even your mother 


won’t yell at you anymore. 


flygirl: 
enolagay: 
xray: 


Adds jump jets to any Mech. Yes, any. 
Nuclear Holocaust. See above first. 


See things you can't normally. 


might ymouse: Infinite jump juice. 
icanthackit: Completes current mission. 


dorcs: 


Meet your makers. 


You can also go into the trials of Grievance and name your 
MechWarrior Enzo(case sensitive) to try out the 
Battlemaster, Tarantula or even the Elemental. 


Another fun trick is to Click on the numbers in 
the Clan Wolf Holo-screen and see what happens... 


Ghost Bear’s Legacy: 
Once again, Ctr1.—Alt.—Shift and: 


putz: 
kaboom: 
kent: 
clark: 
fefi: 


X-ray vision. 


Try it and see... 


Completes the mission. 
Just like Hiroshima. 
Invulnerability. 


acr 
Mothership. 


The reac 
armor, ar 


and chase him around the core. He won't be 
able to shoot at you without hitting the core 
and if he does, much less work for you. 

Targeting the reactor core is simple, hit the 
identification button and you will see the 
reactor come up in the blue targeting scope. 
After you have knocked it out, you will have a 
very short time to get off the ship before it 
blows—approximately 30 seconds. If you're 
onboard when things heat up, you can kiss 
that nice little Clan pension of yours goodbye. 
Once you leave the ship, get back on the 
mothership and land. Now you need to get 
your metal carcass to Nav Point Alpha to win. 
Nav Alpha is rather clearly marked at the 
front of the Ghost Bear mothership by a thin 
line that runs across the roof of the cockpit. It 
is a tiny little area that is only slightly differ- 
ent in color than the rest of the top of your 
ship. Since it's the elevator, you need to be 
right on top of it to win the mission. This is 
some precision piloting, folks; close doesn't 
count. 

When you survive the mission on the easy 
setting, go back and try it on the hardest. If 
that isn't enough of a challenge for you, take 
a smaller Mech into combat and handicap 
yourself by taking fewer weapons, less armor, 
etc. If you can survive the mission in a Mech 
as small as a Rifleman with half armor and a 
few weapons, you are an excellent choice for 
Khan. Hope you enjoyed it! 

Long live Clan Ghost Bear. CGR 


—Scott Gehrs 
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Ss Mi Inside a strange and desolate 


building—a place where souls 
are lost or found, you have the 
x ^ perfect plan for escape. But 
“3 there is no such thing as a 
perfect plan.... 


Bad Mojo sends you into a 
world of eerie darkness...as a 
É cockroach! What you discover 
may shock you. What you don't 
may kill you. Either way you 
on't come out the same. You 
ay not even come out as a 
son at all. 


š tunning 3D-rendered environ- 
Эд КЕ, s | * : ents, beautiful photo-realistic 
š : : 9 imagery, an original score 
soundtrack and over thirty-five 
minutes of live-action video pull 
you into the mysterious and 
gritty atmosphere of Bad Mojo. 
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FOR WINDOWS» AND MACINTOSH: AKIaim 
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s an American student in 
France, you take on the 
identity of William Tibbs 
and your objective is to 
travel back to 14th cen- 
tury France to rescue 
your fiancee, Juliette, who 
has been kidnapped by evil knights. We 
don't know how or why she has been kid- 
napped, but she has. 

Although this game is relatively easy to 
solve, some of the sequences can be real 
stumpers. For the most part, your stamina 
is the biggest problem you face if you are 
not a quick and efficient fighter (even on 
the easy level). 

1 have been chosen as your faithful 
sage. 1 will aid you through the perils to 
come on this long and tumultuous journey 
and help you uncover mysteries of the 
past decipher the secret language of the 
“Knight’s Templar.” All information and 
instruction | offer will be according to 
Tibbs' perspective. 

Just remember, you take all the fun out 
of it by peeking at this when you really 
don't need to. 


You begin at the entrance of the museum. 
Go inside the room to your right. Take the 
headphones on the case to your left. 

Leave this room and enter the room 
directly across the hall. You will need to 
arm yourself. Find a sword and shield. It is 
hidden in an obvious place—by one of the 


suits of armor. Before you leave this room, 


walk to the large painting at the front of 
the room and look at it. You will learn of 
your heritage. 


Now you may travel through the door on 
your right. You are now in the ticket 
office. You need to do several things here. 
The ticket desk in the center of the room 
holds items of great benefit to you. Walk 
around the ticket desk. Keep examining 
the counter as you move around. In this 
area you will find a catapult and a com- 
pact disc. Take them both. Towards the 
back of the room on the left, | can see 
some kind of terminal with a screen. 
Walk to the right side of it and examine 
the wall. Find the cord attached to the 
terminal and plug it in. Use your CD on 
this terminal, it will provide you with 
invaluable information. Now you are able 
to enter through the wooden door across 
from the ticket counter. 


You are in the curator's office. It seems 
that the evil Wolfram has been observing 
your moves. It is of utmost importance 
that your actions now are precise. There 
are several items in this room you must 
add to your inventory. The desk holds the 


— 


Ticket Office 


Hallway 


objects you will need. Stand behind the 
desk and open the drawers on the right 
and left sides. You should find a newspa- 
per, key and a magnetic card. Read the 
newspaper. It will give you an important 
clue for future use. You will also learn 
that there is no further information on the 
whereabouts of your beloved Juliette. Exit 
this room slowly. 


You find yourself on your knees. You must 
avoid the alarm laser beams. Now is a 
good time to save the game. To avoid the 
beams, stay close to the display cases in 
the center of the room. First, move 
straight ahead to the center case. Now 
hug the case and follow it around towards 
the large painting at the front of the room. 
Keep hugging the case as you crawl 
around it. Once you have reached the 
opposite side of the case by the 
windows, start to move toward the 

wall next to what looks like a tomb. 

Now hug the tomb and follow it till 

you reach the wall next to the hall- 

way door. When you reach the 

door, crawl to the left and exit. 

This one is a piece of cake 

Tibbs, compared to those 

that follow. The practice did 

you good. 


Now in the hallway again, find 
the area where you saw the 
workmen and examine the 
tool box they left on the floor. 
Take the screwdriver. Use 

the screwdriver on the 

locked door next to the 
control box on the wall. 


Tum 


ier 
dus 


Enter and pass through the ropes to your 
right. Walk to the back of the room and go t 
the left corner. You will find a fire extinguish| 
er filled with foam. In the right corner there 
is a water-filled fire extinguisher. You can 
pick this one up, however, you will not need 
it for the easy level. Leave this room. Go ba 
into the hall and stand in front of the contro 
box. Use the key to open the box. From the 
newspaper article, you know to use the foa 
fire extinguisher on the box. This will disarm 
the alarm system and you can move freely 
into the next room. Beware. Trouble looms 
ahead. 

Tibbs, it would be wise for you to protect 
yourself here. Use your sword and shield 
before you venture ahead. | advise you to 
save your game here. Now you may go up t 
steps that were previously blocked by the 
workmen. Wolfram will taunt you with an 
encounter with a black knight. Be surefoot- 
ed here, one false move will trigger the 
alarm system. Now that you have defeated 
the black knight, examine the display cases. 
You will find one that contains ammunition. 

Use the magnetic card to open the case 

and take the catapult ammunition. The 
other display case contains nothing 
you need for this journey. 
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Black Knight Fight 


Down the Well 
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This next room will wear thin on you 
nerves. You will need expert hand- 
eye coordination to complete this 
killer maze. Do not move into the 
next room any farther than the door- 
way—the room is filled with alarm 
beams. Before you venture in, you 
must prepare. Use the catapult you 
found in the ticket room here. It will 
appear next to you on the floor. It 
would again be wise to save your 
game here. If done cor- 


rectly, the catapult will disarm the beams 
so you may enter the room freely. The 
best advice | can give you is to survey the 
beam patterns carefully. Notice where the 
beams originate and where they fall on 
the floor. This will help you determine the 
height of the beams in relation to the cat- 
apult's location. Drive the catapult into 
the room slowly! As soon as you get a 
good view of the situation, you will see 
what you are up against. Steer your cata- 
pult to the right (if you go to the left, it is 
hopeless) and hug the glass case until 
you get an overview of the room. This will 
show you the best path to take and you 
will see the red button on the far wall to 
deactivate the beams. 

Tibbs, this maze can be completed only 
through trial and error. Hug the case until 
you see an open path that will lead you 
toward the center of the room and one 
that will put you in line for a clear shot to 
the red button. You will know you have 
made it when you see a message prompt- 
ing you to fire the catapult. Go into your 
inventory and use the ammunition, then 
go back into the inventory, find the cata- 
pult and press the “throw” icon below it. 
Remember, as you progress through the 
maze, keep saving your game! You have 
now successfully deactivated the alarm 
system. Go into inventory and click on the 
catapult, now you can continue. You won't 
need the catapult again, so you can leave 
it there. There is a sword on the right wall 
of this room, take it. 


It is time to explore the courtyard outside. 
Once more Tibbs, save the journey, for 
trouble again lurks about the courtyard. 
You must protect yourself. Before you 
enter the courtyard, arm yourself. You are 
suddenly confronted with another black 
knight. Defeat this foe, but remain far 
from the beams. With this knight dead, 
enter the walkway close to the museum 
and follow it around. If you are close to 
the point at which you entered, look to 
both sides of the doorway and find the 
hologram. Take it. Now, continue to follow 
the walkway around the museum. You 
will reach a certain point, and two men 
will emerge from a door and chase you. 
Do not panic. You will need to let the men 
catch you. If they do not, wander the 
courtyard until you find these men. They 
will send you on the next part of your 
journey back into time by throwing you 
down the well. 


You have now travelled back to the year 
1329. It is in this point in time that Juliette 
is held captive. Look around your cell and 
find the lute. Use the lute and throw it to 
the prisoner across from you. 

Position yourself in the middle of the 
cell to do this. When the other prisoner 
starts to play it, a guard will come in and 
stand in front of your cell. This is a perfect 
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opportunity to knock him off his feet. As 
the guard stands in front of you, kick 
him. He will fall forward and allow 

the other prisoner to escape by tak- 

ing his keys. The released prisoner 

will now throw you the keys, allow- ^. 
ing your escape. Take the keys and 
open your cell. Take the sword the 
guard left in front of your cell. You 

will have to battle another guard. 

When you have killed him, take the 
keys he leaves behind. Save your 
game. As you go down the hall, look 
for the locked gate. Make sure you 

are still armed with your sword. 

Fight the guard that attacks you. The 
down arrow key provides the fastest 
blow. Move from the corner, this 

may help. This guard has a cross- 

bow and is quick. He is not easily 
defeated. Positioning yourself correctly 
will help in a quicker kill. Move around. 
After your battle, go inside the open 
room . Take the bottle of wine and drink 
it. It will build up your strength. 

Unlock the gate and go up the stairs. 
Once at the top, do not move. Wait till 
you hear footsteps and you will see a 
blind man walking toward you. Just 
stand there until he passes. Do not pull 
on the rope that is hanging from the 
ceiling. It will ring and call attention to 
your presence and you will be killed. If 
you dare, you may peek inside the door 
on your right that the blind man entered, 
but don't go in. You will see what 
Wolfram is up to. The fireplace holds 
another object that you will need. 
Examine it. There you will find a key. 
This key is used to open the locked door 
next to the fireplace. | must warn you of 
present danger. Save your game. 


You will need to enter this next room 
RUNNING. I have not found an easier 
way to maneuver through this room. It 
will take a few tries Tibbs, but you must 
practice to get your angles right. There 
is a sheep inside that will butt you as 
soon as you enter and you will be 
killed. There are two areas you will 
need to explore to find the things you 
will need next. Unless you possess x- 
ray vision, you will need to allow your- 
self to be killed once or twice to get 
an idea of where you need to go once 
you enter the room, so, again, | warn 
you to save your journey. Try to make 
your way to the room on the right of 
the door first. In this room examine all 
the shelves. Take the bottle, bucket 
and ham leg. If you made it this far 
past the sheep, save your game. . 
Leave this room running and go to 
your right to the area in back of the 
sheep. Here you will find.a shepherd's 
crook, sheep skin and a barrel of 
water. Fill the bucket with water. You 
will need to put the bucket of water in 
your inventory before you leave this 
area. Save your game. Leave this area 
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Wolfram 8 Blind Man up to no Good 


Sheep Room 


Under the Roof 


| Evil Wolfram | 


running and go back into the main hall- 

way and back to the fireplace. Enjoy the 
ham and wine or if your strength is at 
full force, save it for later. Use the buck- 
et of water on the fireplace. Search the 
fireplace. You have now found a passage 
up the chimney to a landing under the 
roof. 


You may tire of my constant badgering 
to save your journey, but you have trav- 
elled far and hard and your courage has 
been great. It would mean Juliette's life 
and be a great loss, if your crusade 

ended this soon. With sure-footing, cen- 
ter yourself so you are right in front of the 
bell. Use the sheep skin. This will trigger 
you to also use the shepherd's crook on 
the bell and you will swing to the other 
side on the rope silently. Save your game. 
Enter the left opening and carefully walk 
on the ceiling beam. Avoid the owl—he 
will alert others to your presence. Turn left 
again. You will be above Wolfram's bed- 
room. He is sleeping and should not be 
disturbed. Continue on and turn to your 
right. You should now see another man 
sleeping. Stay on the beam closest to the 
doorway from which you just entered. The 
sleeping man should be on your right. You 
will see a cloak on the wall. Use the 
shepherd's crook to take it. Continue 
straight and when you enter the next 
room turn to your right and follow the 
beam toward the wall. It is now safe to 
jump. 


The large iron cage in front of you holds 
the answers to many secrets. Open the 
cage and search it. Take the book inside, 
“The Knight's Song," and take the holo- 
gram. Read the book. It holds a wealth of 
knowledge. You will see a large golden 
cross in this room. It is no time to pray, 
you must rescue Juliette. Push the golden 
cross. 


You will need to copy the contents of the 
"Knight's Song" and return it safely to the 
cage before it is missed. On the table to 
the right, take the water, pitch, boneblack 
and spleen. Proceed to the front of the 
room and go up the steps. Examine the 
cupboard and the desk. Take the wood- 
en box and the quill. Go back down the 
stairs to the desks along the left side of 
the room. Go to the first one and read 
the inscription on the white cloth. It is 
the recipe to produce ink. Then go to the 
third table and take the stiletto. Go to 
the middle desk. Find the book in your 
inventory and use it on the desk. Use the 
stiletto on the book and remove the gem 
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lodged in it. vou cannot accomplish 
this unless the book is on the desk. 
Stand in front of the white paper and 
use the ingredients needed to make 
ink. Use the water, spleen and the 
boneblack. Do not use the pitch. 
Now check your inventory. You 
should have a bowl of ink. Next, use 
the quill to copy the book onto the 
paper. When finished, save your 
adventure. 

Time is now ticking quickly away. 
You must return the original book to 
the cage before the guard finds and 
kills you. Take the original book from 
the desk! Hurry Tibbs! Quickly make 
your way back to the cage. Stand in front 
of it. Positioning here is important. It will 
save you valuable time. When you are 
directly in front of the cage, “drop” the 
book into the cage. You must also leave 
the wooden box. To leave the box in the 
cage, "use" it. The door will close auto- 
matically. You must now run back into 
the scriptorium. Find your way to the 
torch on the wall to the right of the door. 
Stand directly in front of the torch and 
put on the frock. Hurry! Now, push the 
torch. The secret passage will close and 
the gray door will open. Stay alert, a 
monk will immediately enter the room. 
You must follow closely behind him to 
escape with your life intact. Whenever 
you make progress, save your game 
when possible. Remember, stay right 
behind him! One false move will get you 
killed. Keep following the monk. He will 
lead you outside and, at a certain point, 
you will be prompted to turn right at an 
open door. The monk will continue on. 
You made it to the hospital. Once inside, 
do not go out again. You know the rou- 
tine Tibbs....save your game. 


Walk to the left and take the pot on the 
floor. There is something inside the pot 
that you need. Throw the pot against 
the wall to break it and take the key. 
This key allows you to open the 

locked door to the left of the 

entrance. Enter and find the book on 
the table. Read it. You will learn how 
to produce a sleeping potion. Search 
the shelves in the room and take the 
ingredients you need. To make the 
potion, first use the empty test tube. 
Now use the ingredients in the order 
given to you from the book. You 

should now have a full test tube of 
green potion in your inventory. Leave 
this room. You will need to find four 
other rooms with closed doors. Try 

to find the tannery or the bakery 

next. 


Search the table in this room and 

find the piece of bread. There is also 

a loaf in the fireplace. Take it too. 

Use your test tube of potion on the 
bread. Check your inventory and you 
should find a piece of green bread. You 
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may eat the OTHER piece of bread. 


TA Remember to watch your health. 


You must keep your strength up. 
There are many warriors yet to face. 
You will need the bread with the 
potion for the templar's room. If you 
go into this room before you have 
the bread with the potion, you will 
die. Leave the bakery and find the 
tannery if you haven't already. 


Sometimes tools intended for one thing 
can be used for something else. Tools 
for cutting leather might have another 
use in you quest. Search the room and 
find the leather cutter. Leave this room 
and find the templar's room. Save your 
game. 


As soon as you open the door, quickly 
throw the green bread in. The templar 
will take it and fall asleep. Examine the 
statue in this room and use the leather 
cutter on the statue. You will find anoth- 
er gema ruby. That is all you need here. 
Beware, there are two guards outside 
this room. Arm yourself before you exit. 
Save your game. 

These guards are very strong. It may 
take some doing to dispose of these two. 
Once you have eliminated them, look on 
the floor. One of the guards should have 
left you a set of keys. If you haven't 
eaten your bread, do so now. 

Continue to use the leather cutter on 
ALL statues in the hospital. Don't forget 
to go back to rooms where you have 
already been. With most statues, you 
should find a gem. You will need to find 
a total of eight gems. Three of which are 
diamonds. The diamonds are tough to 
find. The room where they are is 
barely visible. Go back and face the 
doorway of the bakery, the hidden 
doorway is to the right of the statue 
next to the bakery. You will find 
three statues in this room. Use the 
leather cutter and get the three dia- 
monds. Find the last locked door. It 
will be the mortuary. Use the key 
the guard left you. 


Of ай my travels 1 have never 
encountered a problem such as this. 
Stand to the right of the corpse and 
"push" his heart. A golden heart will 
appear. Take it. Now that you have 
ALL the gems, use the golden heart 
on the statue in the corner. After 
your offering, turn around and you 
will see that another image has 
appeared. Quickly move to the image 
and take the goblet it is offering you. 
You will become drunk and be cap- 
tured. Do not be fearful, it is the only way 
to reach Juliette. 
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Move the wheel to your left Tibbs, and 
this will ignite the rope and enable your 
release. The guard that quickly approach- 
es you must be killed and you have no 
weapons. You must fight him with your 
hands and feet. With the guard defeated, 
gather your possessions from the table. 
The torches on the sides of the wheel 
hold the secret to a passageway. Go to 
the torches and take them. Now reverse TUWAT 
their positions. The passage will open for 
you. Enter the passage. 

Take the first left and continue straight 
to the end of the corridor, then go right. 


Show the templar your ring. Once the 
templar dies, take the objects he leaves 
behind. Look in the chest. Take the items 
in the chest. You will notice that Wolfram 
is watching. Take the strange red stone, 
this is the device through which Wolfram 
is spying on you. To rid yourself of him, 
use the leather pouch and then use the 
strange red stone. You must have the 
leather pouch in your possession to do 
this. Go to the gold chalice on the table 
and take the eight gems inside. Now use 
your ring on the outlined door in this 
room. It will lead you out. 

Find your way to the stairs that lead you 
to the library. There is a guard at the 
library entrance. He is from the depths of 
hell. You must first wear the frock before 
you climb the stairs. 


At the top, the door will open. Run quickly 
to your left to the end of the hallway and 
turn right to find a small alcove. Now you 
have a moment to spare to arm yourself. 
Use your sword. The monk is a devil in 
disguise. He is quick and he is merciless. 
You must have enough life energy left to 
effectively defeat this creature. Once you 
do, there is another right behind him. Use 
the down arrow key for the most accurate 
and effective blows. 

You have been weakened by this en- 
counter and it is now imperative that you 
protect your health if you are to survive 
and save Juliette. 


Find the large double doors. They lead 
you into the refectory. Walk to the end of 
the table at your right. Again, you must be 
precise in your movements here. No need 
to hurry, just be precise. Walk to the end 
of the table at your right. Make sure you 
stand behind the table at the end. Take 
the plates stacked before you. Stay at the 
end of the table! You must now USE the 
plates in order to continue. If you do not, 
you will be killed. You should now be 
holding the plates. Begin walking to the 


Torture Chamber 


opposite end of the room to the kitchen. 
Enter the kitchen and put the stack of 
plates on the table to your right. Now 
move to the shelves. Take the tray on the 
shelf. Turn around and find the fireplace. 
Place the tray at the end of the counter 
by the fireplace. Walk back to the 
shelves. You will see a guard come and 
take the tray. While he is busy eating, 
walk past him into the room from where 
he came. You will see two tombs. Go to 
the closest tomb and use each gem on 
the tomb until one works and you find a 
morningstar (weapon). Take it and do the 
same to the next tomb. You should find a 
key there. Save your game. Be armed, the 
guard is finished eating and he will attack 
you. 

You must kill him. Use the morningstar 
since you will need the added strength 
that the weapon provides to defeat him. 
Right after you do, proceed to the door in 
the kitchen. The key from the tomb will 
open this door. Beware Tibbs, it is the key 
to Hell! 

Unfetunately, it is here that | must tell 
you that І cannot continue on. My powers 
of foresight and knowledge have faded 
through these travels and | am far too 
weak. The rest of your adenture may be 
uncertain, but you have learned much and 
I trust your wisdom and courage will 
guide you safely through the next phase. ! 
can say that I fee you are close to your 
true love. Trust your heart and guard your 
health as best you can. 

Hurry! Poor Juliette's life grows shorter 
with every passing moment and every 
passing breath. Godspeed. CGR 

-Leslie Beyer 
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